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ÅBOUT THE OTN: 


INTRODUCTION 


Welcome to World Wide Wrestling: Second Edition! Just as the sweet science of pro- 
fessional wrestling continually adapts to a changing world, World Wide Wrestling has 
evolved with the benefit of over five years of magnificent stories and epic feuds. This 
edition incorporates player experiences over the years into a consolidation of all of the 
material released since its original publication in 2015. 
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Revisiting a game is a different experience than creating it. For World Wide Wrestling, it 
involves not only looking at the game as a set of systems to edit and optimize, but also 
examining my relationship with professional wrestling and what inspired me to make a 
game about it in the first place. The pro wrestling landscape has changed a lot while this 
game has been out, as has my engagement with wrestling fandom. As the consensual 
hallucination of kayfabe evaporated in the always-on social media era, | find that both 
the highs and lows of pro wrestling are more starkly exposed than ever. 


As | write this in 2020, professional wrestlers are the most athletic they’ve ever been. 
Turn on any televised show or go to any live event and you'll see breathtaking maneu- 
vers and incredible sequences in the ring which would’ve been unimaginable 20 years 
ago. The current generation pushes the limits of what can be done in amazing ways. 
However, the world’s biggest wrestling company is very much a big business rather than 
just a “promotion,” one which makes unconscionable ethical decisions about where 
to perform and what to pay lip service to in the name of market dominance. Individ- 
ual wrestlers build incredible characters that reflect the concerns of our time, leaning 
into the dissolution of the barriers between performer and character to great effect; in 
the turbulence of this artistic foment local wrestling cultures struggle to keep abusive 
members out of their communities. 


None of that means that professional 
wrestling is any less powerful an art form 
than it’s ever been. Wrestling continues to 
have the power to tell pure, human sto- 
ries on a grand stage in a way no other 
medium can. In some ways, as the worst 


WRESTLING IN THE PANDEMIC AGE 


Between when | started writing this introduction 
and the publication of this book, the COVID-19 pan- 
demic erupted and changed everything—including, 
of course, the place, function, and wisdom of live 
events. Televised weekly wrestling shows with no live 
audience feel just as strange to me now as when they 


real-world behavior is exposed, it high- 
lights the potential of wrestling to be so 
much greater. The power of a game like 
this is that every player and group can use 
it to emphasize and explore what you find 
most compelling about wrestling! 


My goal with this second edition has been 
to smooth the path toward playing your 
wrestling truth. Material from the Inter- 
national Incident supplement and the var- 


started, even as freedom from the live crowd has cre- 
ated opportunities for companies to experiment with 
more cinematic approaches to big matches and sto- 
rylines. However, this period has thrown into stark 
relief how critical the audience is to what | find most 
fun and compelling about professional wrestling. 
World Wide Wrestling assumes that your Episodes are 
in front of live audiences as default. If you’re inter- 
ested in playing out shows without crowds, check out 
Empty Arenas. & Empty Arena Matches (p..91). 








ious digital extras is now integrated with the core rules of the game, making it easier to 
bring anything from specialist roles on the roster to life on the road to your table. One 
of my favorite things about World Wide Wrestling is how players who aren't into real- 
world wrestling have found it easy to play and enjoy. Many of the revisions are aimed 
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at giving even more support to the wrestling-curious in ways that also aid quick pick-up 
games, all without sacrificing depth in long-term play. 


If you're already a World Wide Wrestling veteran, you'll recognize everything here. There 
aren't any huge surprises or big changes to the basics, but hopefully you'll appreciate 
the new material and enjoy the evolved rules. If you’re picking up the game for the first 
time, this text is still written and organized to give the basics first and then expand your 
play options—you can get right into the game with just How to Play This Game (p. 13) 
and The First Episode (p. 17) and then go from there. 


NOW GO PLAY! 


WELCOME TO WORLD WIDE WRESTLING 


World Wide Wrestling is a game that creates professional wrestling pageantry and 
action. It’s about feuds, Championships, betrayal, and righteous victory. It’s about the 
clash of good and evil on the grandest stage. It’s about whether you’ve got what it takes. 
And, in the end, it’s about what the audience thinks of your efforts. 


You don’t need to know much about real-world wrestling in order to play this game 
well! All you need is a concept for an entertaining character. Wrestling is the drama 
of personal conflict, exaggerated to become mythic. This game plunges your wres- 
tler into these feuds, guiding you through the drama as it escalates in more and more 
crowd-pleasing ways. Storylines get complicated by two concurrent threads always 
going on. One is the “on-screen” crafted story, told by larger-than-life wrestlers, man- 
agers, valets, and authority figures in the fictional wrestling universe you create at your 
table. The other is the “legit” story that happens off-camera, as the professional enter- 
tainers wearing the spandex politic backstage in order to advance their careers, attract 
more eyeballs to the product, and do what’s best for business. 


This game is for both wrestling fans curious about roleplaying games and experienced 
gamers who want to see what this whole wrestling thing is about. Either way, if you’re 
reading this you probably already know how to enjoy the “double life” of a wrestling 
character, either from the wrestling side or from the RPG side. The characters in this 
game are professionals at playing roles, so you'll play the role of someone playing a 
role! It’s not difficult. Focus on the wrestling first. As you get used to how the game 
works, you'll start blending the legit with the kayfabe and playing with the boundaries 
between wrestling character, “my character, a wrestler,” and yourself as an audience 
member to the unfolding game. 


The key perspective you need to remember is that you’re playing a character who’s 
trying to entertain an audience. This concept is shorthanded as the imaginary viewing 
audience. The imaginary viewing audience embodies the idea that your wrestling char- 
acters are always on-screen. The folks who pay good money to be entertained are the 
ones who ultimately determine the success or failure of your individual wrestlers and 
of the promotion as a whole. In addition to using this audience as a fictional conceit, 
some of the rules keep track of how engaged the imaginary viewing audience is with the 
product you present. Are you pleasing your audience? And if not, what will you change? 


There’s also a non-imaginary audience—you and your friends! The goal of the wrestlers 
in your game is to gain popularity and acclaim. The goal of you and your fellow players 
is to entertain each other and enjoy each other’s creativity. 
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Most of the time, your descriptions of action and the dialogue you put into your wres- 
tlers’ mouth is seen by the imaginary viewing audience, both live at ringside and broad- 
cast over the airwaves or the internet. Sometimes, a scene will take place “off-camera.” 
This means you’re free to express the real lives of your fictional wrestling characters 
and explore their interactions as coworkers and professionals with clashing personal 
agendas. As you learn more about the wrestlers’ off-camera lives, conflict will arise with 
the booking decisions that are made in order to please the imaginary viewing audience. 


The friction between the real and the performance, the backstage and the ring, the per- 
son and the mask—that’s where the game really shines. 


WHAT S IN THIS BOOK 


This book contains everything you need to play at a level that matches your interest in 


professional wrestling and your experience with roleplaying games. 
To start, you can play a one-shot Episode with: 


* Chapters 1 & 2: How to Play This Game (p. 13) and The First Episode (p.17), 
which includes a First Episode Quickstart (p. 37). 
* The 15 core Gimmicks (p. 43)—full Gimmick sheets start on p. 211. 
* The Basic Moves (p. 244), In-Ring Moves (p. 246) and the Announcer Role 
(p..70). 
Then, if you want to continue playing a Season with the same wrestlers, you add: 


* These four key focus Chapters on the game rules: Making the Roster (p. 43), 
Moves (p..54), Wrestling (p..69), and Howto Play Your Wrestler (p..99). 

Æ Chapter 7: How to Be Creative (p. 103), which includes everything for Cre- 
ative, including Continuing a Season (p. 109). 


To include the Promotion itself as a living, changing entity that responds to the success 
and failures of the wrestlers, you can add: 


Æ Chapter 8: Building Your Promotion (p. 125), or pick one ready to play from 
The Promotions (p. 190). This brings along, among other things: 
Æ Mythic Moments, enabling truly legendary action in the ring (p. 130). 
Æ Specialist Moves, for specialist wrestlers on the roster (p. 132). 
* Audience Moves, reflecting the crowds attracted to your shows (p. 136). 


If you want to play out the lives of your wrestlers 
between Episodes, you can add: USING THIS TEXT 


* Chapter 9: Hitting the Road (p. 149), show- 
casing what happens outside of the arena 


If you want to get deeper into the world of pro wres- 
tling, how roleplaying and wrestling play off of each 
other, or both: 


* Chapter 10: The Worlds of Wrestling (p. 158) 
contains overviews of wrestling history, global 
styles and essays from wrestling experts and 
roleplaying pros on how it all comes together. 


Finally, quick references for all of the Gimmicks and Moves start on p. 211. 


This is both a reading and reference text. 
If you read it straight through, it starts 
with the basics to get playing right away, 
then goes through everything for long- 
term play, and finally to helpful resources 
for those new to wrestling, roleplaying or 
both. This means that some information 
is repeated in different sections where it’s 
relevant. The cross-references and col- 
or-coded tabs on the right-hand pages are 
meant to help find information on the fly. 


WHATS IN THIS BOOK > PAGE 9 
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KNOW YOUR ROLE 
Players take on three broad roles in World Wide Wrestling: 


Æ Most of the players create and play individual wrestling characters that are on 
the roster of a single wrestling promotion. There are other wrestlers and char- 
acters in the promotion, called “non-player wrestlers” or NPWs, but your wres- 
tlers are the stars of the show. 

Æ A single player, called Creative, takes on the role of the writing, booking, and 
planning staff of the promotion. This is the “game master” or “master of cere- 
monies” role you may be familiar with from other games. 

* During a wrestling match, one of the players not booked in the match becomes 
the Announcer, providing color commentary and helping tell the story of the 
match by describing the impact of what’s going on in the ring. The Announcer 
role moves around to different players during each Episode. 


In many groups, the player who owns the game and has arranged the session of play 
tends to also take on the Creative role, but this isn’t necessary. Anyone comfortable 
being in a directorial role should feel free to try being Creative. Everyone else plays a 
wrestler. This split, of one player being Creative and rest playing individual wrestlers, is 
the default but you can divide up these roles in other ways as well. If you’re interested 
in sharing the Creative work, check out Creative Committees (p. 122).For playing one- 
on-one, check out Two-Player Games (p..124). 


EACH PLAYER PICKS A GIMMICK FOR THEIR WRESTLER 

Gimmicks are broad archetypes that describe individual performers. Each player 
chooses a unique Gimmick (though they can change Gimmicks throughout their 
careers). The Gimmick describes the wrestling persona of your character—remem- 
ber, you play the real person behind the mask as they inhabit that archetype. You can 
choose to play these two aspects as similar (like a skilled mat technician who also leads 
in the locker room) or contrast them (like a cool, calculating pro who plays a larger- 
than-life terrifying Monster). Players narrate the actions of their wrestlers as they com- 
pete in matches and try to advance their careers within the company. 


There are 15 core Gimmicks included in this book, representing a variety of approaches 
to wrestling and specific narrative roles within a promotion. There’s a quick rundown 
of them in The First Episode (p. 17) and you can see the full details in the reference 
section The Gimmicks (p. 211). Other Gimmicks may be created over time, and will be 
available at ndpdesign.com/wwwrpg. In addition, you can come up with your own Gim- 
micks to represent an archetype that isn’t covered by an existing Gimmick (p. 145). 





THE CORE GIMMICKS 


Æ The Ace who runs the place Æ The Luminary who made it big 

Æ The Anointed who is the future Æ The Luchador who flies through the air 
Æ The Anti-Hero who sticks it to the man >« The Manager who makes big money 
Æ The Call-Up who finally made it Æ The Monster who cannot be matched 
Æ The Clown who keeps them laughing >Æ The Provocateur who pushes the limits 
Æ The Fighter who never gives up Æ The Technician who puts on the clinics 


xXx The Hardcore who bleeds for the fans > The Veteran who shows how its done 
* The Jobber who makes the stars shine == 
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CREATIVE PLANS THE SHOW 

While the players pick Gimmicks and make their characters, Creative plans out the 
upcoming Episode. Creative books the show by orchestrating the environment around 
the wrestlers, showcasing their strengths and giving them opportunities to indulge in 
their flaws. When you’re Creative, you decide what matches are scheduled, book the 
results of those matches, and plan non-wrestling vignettes as well as off-camera scenes 
to put pressure on the careers of the wrestlers. You also play supporting characters 
(called non-player wrestlers or NPWs) as needed. 


Creative, by themselves or in conversation with the group, decides on the theme and 
tone of the Promotion the wrestlers work for. This can be anything from a name and 
a few key NPWs to one of the included example Promotions to your own 
unique company built using the rules for Living Promotions . You can transi- 
tion from a sketchy outline to a fully-realized Living Promotion during play, so you don’t 
need to decide right away what will work best for you game, but you do want to start 
the first Episode with something in mind. 


YOU PUT IT ALL TOGETHER IN THE RING 

It’s a pro wrestling game, so get excited to wrestle! Creative books the matches. This 
means deciding both who competes when, and who is going to win. Any player whose 
wrestler is not involved in the in-ring action becomes the Announcer (either chosen by 
Creative, or on a volunteer basis). The Announcer helps describe the wrestling action, 
putting their own spin on events, and holds the unique power to “put over” the wres- 
tlers in the ring in order to push them to higher levels of success. A player will remain 
the Announcer until the end of the match or the entrance of their wrestler, whereupon 
they hand the responsibility to someone else. A player might be the Announcer multi- 
ple times, once, or never in a given Episode, depending on the flow of play. 


THIS IS THE CORE DYNAMIC OF THE GAME: 
* Creative makes plans for storylines and books matches... 
* ...but the actions and agendas of the players wrestlers will change the plan. 
Æ Creative’s primary job is to take those swerves and incorporate them into the 
game in such a way as to make it look like it was planned that way all along. 


While the players at the table work together to make an entertaining wrestling show, 
their wrestlers can and will clash about the best way to do that. Your efforts to enter- 
tain the imaginary viewing audience, and the conflict about how to do it, are where the 
game’s rules kick in to push your storylines to unforeseen, exciting places. 
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TALKING THE TALK 





Wrestling lingo grows from its roots in carnival sideshows and faux-legitimate athletic 
contests. While I’ve tried not to go overboard, here are some key terms: 


Book: To plan the show and decide on the outcomes of the matches ahead of time. 
The head of a wrestling promotion could also be the booker, but often employs a 
booker (or multiple people in charge of booking different parts of the card). In this 
game, Creative is the booker, but some Gimmicks give the other players the ability 
to book a segment of their own. Whenever you see BOOK with this visual format, it 
means “the previously agreed-upon outcome of the match” for rules purposes. 


Botch: To flub a wrestling move, or to refer to one that was executed poorly. In this 
game, a Botch is any dice result of 6 or less, and triggers unwelcome consequences 
for the player who rolled the Botch. If a Botch occurs during a wrestling match, the 
narration should include how the wrestler messes up their intended maneuver. 


Heat: Heat can refer to any notable response from the crowd (in particular to a 
heel), or legit bad blood between people backstage. This game uses +Heat as a Stat 
that reflects the positive crowd reaction to the relationship between two wrestlers, 
whether those characters are allies or enemies. 


Over: Popular with the fans. “Getting over” is the act of gaining that popularity, 
and “putting over” is the act of making your opponent look good. One of the Basic 
Moves in this game is the Over Move, which reflects the status of being the most 
popular wrestler on the card. A specific move or storyline can also be over because 
it gets the crowd going, whether the wrestler(s) associated with it are over or not. 


Pop: The vocal crowd reaction to a wrestler’s appearance or a particularly exciting 
moment of a match. Wrestlers often compete to “pop the crowd” the most. You 
might also “pop for” something another wrestler does, meaning you really go for it 
on an emotional, aesthetic, or professional level. 


Sell: Making something look good by your reaction, usually in the context of sell- 
ing your opponent’s moves in the ring. Since wrestlers are not actually trying to 
hurt each other with their maneuvers, selling is what communicates the efficacy of 
a move to the audience. 


Shoot: Opposite of a work (below), a shoot refers to something that “really” hap- 
pens. This game uses the term “legit” interchangeably with “shoot”. “Shooting on” 
someone generally means really hurting someone with a legit wrestling hold or 
strike, to teach them a lesson or out of revenge for a slight. 


Spot: A wrestling maneuver or sequence of maneuvers meant to particularly 
impress the crowd and move the story of a match along, like “did you see that spot 
where they both jumped off of ladders at the same time through a table!”. Also 
used to refer to an individual move or moment, like “the clothesline spot.” 


Swerve: An unexpected change of plans, either to surprise the audience or a legit 
change necessitated by something like an injury or a no-show. Generally, players 
swerve Creative’s booking with their wrestler’s actions. 


The Finish: The pre-determined ending of a wrestling match, and the details of 
how the wrestler who’s supposed to win gets their victory. In this game, once the 
players know who’s BOOKED to win, it’s up to them to decide on how that actually 
happens (including opportunities to pull a swerve of their own). 


Work: Opposite of a shoot (above), “that’s a work” is a reference to the scripted 
nature of a moment in the show. “To work with someone’ is to wrestle them, and 
wrestlers often refer to each other as “workers.” This game uses +Work as a Stat 
that represents a characters technical wrestling ability. 


Worked Shoot: A staged event or storyline (the work) meant to look to the audi- 
ence like it’s actually happening (the shoot). Worked shoots can be powerful ways 
to engage the audience, but can also lead to real-world consequences as the staged 
conflict bleeds into the performer’s actual lives. Successful uses of the +Real Stat 
in this game generally reflect or describe worked shoots. 
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How To Play THIS GAME 


CHAPTER ONE 
A game of World Wide Wrestling requires: 





* 4-6 wrestling fans. The game supports 3-9 players, but 4-6 is a good sweet spot. 

* Copies of the Gimmick sheets and Move reference sheets (available for free 
download from ndpdesign.com/wwwrpg). 

* Pencils and at least 2 normal six-sided dice (d6). Having more dice and a handful 
of tokens per player, such as poker chips, is helpful. 


One player takes on the role of Creative (often the person bringing the game to the 
group). The other players will each take a Gimmick sheet and play individual wrestling 
characters (see p. 10 for more on the player roles). The game is divided into Episodes 
of play, each one representing a single live show, televised broadcast or pay-per-view 
event of your wrestling franchise. A single Episode usually takes about 1-3 hours of real 
time to play. If you play multiple consecutive Episodes, that’s called a Season. 


Playing in a private space where you and your friends can relax with snacks and refresh- 
ments is ideal. You’ll be handling multiple sheets of paper in play, so a table you can 
spread out on is usually helpful. Sometimes the person playing Creative also hosts the 
game, but your group can show appreciation for their host by helping clean up after the 
game, regardless of who it is. 


This game can be played online using video or audio group chat (such as Google Meet, 
Skype, or a virtual tabletop like Roll20). In this case, each player should have a copy 
of their Gimmick sheet and other reference sheets, plus a shared dice roller (or trust 
everyone to roll for themselves). One advantage of online play is quickly linking out to 
visual references, videos of maneuvers and audio clips of entrance music. 


THE MEDIUM OF PLAY 


You play this game by talking. You and your friends are going to have a long, heated 
discussion about wrestling; the rules will turn your discussion into a series of dramatic 
stories. They specify what you can talk about, create incentive to say certain things and 
not others and complicate what you do say so that your conversation goes to places you 
never would have expected. You know how, in a board game, the rules tell you where to 
place your pieces, what to do on your turn, and what happens when you play a certain 
card at a certain time? Instead of looking at a board, you describe what’s in your imagi- 
nation, and the rules guide you in detailing those ideas and sharing them with everyone! 


The basic rules of the game are summarized on the reference sheets that you'll have on 
the table during play. They’re all listed together at the end of this book as well (starting 
on p. 244). The rest of the text here is instructional, by specifying which rules apply in 
which situations, and educational, in that it’s intended to explain the reasoning behind 
and implications of the design decisions. It also includes many ways to expand your 
game into new areas as you gain mastery over the basics. 

Because conversations can go all over the place, there are rules here to guide and support 
many different areas of interest in the king of sports. You won't need to use every single 
rule in this book when you play, but much of what will probably come up in your conver- 
sation are covered. Creating new rules for your specific group are also included (p. 142). 
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HOW TO START 


xÆ If you’re a wrestling fan who’s already experienced with roleplaying games, this 
will be familiar territory; you can go right to The Big Picture, below. 

Æ If you’re experienced with roleplaying games but not as knowledgeable about 
wrestling, A Short History of Professional Wrestling (p..170) is a primer on 
what wrestling is and how it works. You may want to check out some of the 
guest essays on wrestling also contained in The Worlds of Wrestling (p. 158). 
Read or skim those before coming back for The Big Picture. 

* If you’re a wrestling fan who hasn't played roleplaying games, The Big Picture, 
below, gives a high-level summary of how this all works. Also read the essay 
The Art of Play (p. 159) for more about how all this stuff comes together. 


To get right into the action, Chapter 2: The First Episode (p. 17) is a walk-through 
guide for your first Episode of play, which should help teach the game as you go. The 
First Episode Quickstart (p. 37) also gives specific advice for structuring your first 
Episode and handling common things that come up. For video and audio actual play 
episodes and examples, check out ndpdesign.com/wwwrpg. 


THE BIG PICTURE 


You'll start with a first Episode, presented here (starting on p. 17) as a step-by-step 
walkthrough of a single play session. Once through your first Episode, you’ll have the 
context to start making between-session decisions about the direction of your game. 
Sometimes, the first Episode is the only one you'll get to play, so the game is designed 
to play as fun stand-alone one-shot sessions as well as in long-running Seasons. 


To start the first Episode, the players create a set of interesting and iconic wrestlers, 
while Creative comes up with the constellation of rivals, heroes, and love interests who 
surround them in the promotion. If you know you'll be playing a Season from the start, 
you may also introduce your Promotion as its own “character,” possessed of special sup- 
ports and particular struggles that your wrestlers will help it deal with as you gain more 
audience and grow over time. 


The full-arm Lariat 
takes them off 


The Mysterious Mercury their feet... 
returns with a huge z 
Uncanny Lariat! 
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During the Episode: 


* Creative narrates segments as they happen (promos, matches, backstage inter- 
views, and so on) and portrays non-player wrestlers (NPWs) involved in them. 

xÆ Players narrate their wrestlers’ actions and dialogue during those segments and 
as they interact with those NPWs. 

Æ Some players will also serve as Announcer for individual wrestling matches, 
calling the action and (potentially) putting over the wrestlers in the ring. 


Everyone uses Moves, which are the rules that drive moment-to-moment play. Moves 
represent important and memorable actions, with the results creating consequences 
that drive the progression of each segment. Player’s Moves (generally) require a roll of 
the dice to guide or direct what happens. Each Gimmick has unique Moves, in addition 
to the general Moves to which all the player’s wrestlers have access. Wrestling matches 
are also handled by the use of Moves, featuring a specific method to pass narrative 
control back and forth among the participants in order to encapsulate the tension and 
excitement of bringing anything you can imagine into a professional wrestling match. 
Creative’s Moves are structural elements of the world around the player’s wrestlers 
that they bring in to drive play, to create consequences for the wrestler’s choices and 
mistakes, or both. 


As your storylines unfold over subsequent Episodes, the wrestlers will grow and 
change. Some may go through multiple Gimmicks, while others will cultivate their orig- 
inal personae into legends. Over time, as you get to know the wrestlers better, their real 
lives off-screen may become more relevant to how they perform in the ring and vice- 
versa. If you want to dive into the lives of your wrestlers between performances, you 
may want to play out some events from the road as they travel between gigs (p. 147). 


An entire Season of World Wide Wrestling can take anywhere from 3 to 12 Episodes. 
You can plan it out in advance (for example, by simply agreeing that your group will play 
a 6 Episode Season) or let the events of play dictate the number of Episodes. As the 
wrestlers develop, they may require new rules to support their player’s vision; anything 
that isn’t provided here can be covered by making custom Moves that reflect the iconic 
actions of a given wrestler (p. 142). A Season typically ends when a combination of 
the following comes together at the same time: 


Æ All of the current storylines are wrapped up to the group’s satisfaction. 

* Some wrestlers lose the attention of the audience and are fired. 

* Some wrestlers are ready to retire after achieving the goals in the ring. 

Æ ALiving Promotion faces too many struggles and doesn’t have enough support. 


READY TO PLAY? 


If you’re going to be Creative, read over Chapter 2: The First Episode (p. 17), take 
a look at the in-play reference sheets and Gimmicks, and schedule a time for your 
friends to get together. If you want to play with a Living Promotion, take a look at 
Living Promotions (p. 127) to see if you want to create a new company, or pick one of 
the included Promotions (p. 190). Read over Chapter 5: Wrestling (p. 69) for orien- 
tation towards how wrestling matches work in the game. Check out any of the essays in 
Chapter 10: The Worlds of Wrestling (p. 158) that strike your interest. 


Block out a couple of hours for the first session, cue up some of your favorite wrestling 
clips to get inspired, and get to the action! 
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THE First EPISODE 


CHAPTER TWO 


The first Episode is a stage for the players to show off their wrestlers and for Creative 
to sow the seeds of conflict for ensuing Episodes. You are all meeting these characters 
for the first time, so it’s best to keep things simple and make obvious choices. As you 
play, storylines will change, wrestlers will grow, and your promotion will become its own 
unique version of World Wide Wrestling. 





Generally, Creative guides the rest of the group through this Episode, so this Chapter 
is addressed to them. 


BUILDING THE ROSTER 


To start, hand out the Gimmick sheets. Each player chooses one that appeals to them. 


Gimmicks are unique to each character. There may be other big wrestlers, but only The 
Monster gets special treatment, just as there may be many experienced hands, but only 
The Veteran has a hold on the spotlight. Each Gimmick showcases a different archetype 
drawn from the rich world of wrestling. If you want to keep things simple for the first 
Episode, you may wish to limit the choices to the most straightforward Gimmicks: 





* The Anointed * The Jobber 

* The Anti-Hero * The Luchador 
* The Clown %* The Monster 

* The Fighter Æx The Technician 
* The Hardcore * The Veteran 
The remaining Gimmicks have slightly Æ The Ace 

more complicated rules, reflect arche- * The Call-Up 
types that are more familiar to devoted Æ The Luminary 
wrestling fans, or are representative of * The Manager 
less action-focused wrestling personae: * The Provocateur 





Once the players have selected Gimmicks, they then: 


Come up with a name and general look to write under Now Making Their Way 
to The Ring. 

Choose or create answers to the Hailing From and Entrance prompts. 

Follow their Stat instructions and list their four Stats in the provided boxes 
(there are spaces on both sides of the sheet for ease of reference in play). 

Pick one Want from the list provided. 

Pick any Moves they have available, in addition to the starting Moves already 
checked on their sheet. 

Mark their starting Audience score by checking the box next to the number indi- 
cated by the this Gimmick starts and resets to sentence. 

Take a token to represent their starting Momentum as per their Audience score 
(or write their starting Momentum in the space provided). 


* H HH H* 


Players do not mark anything under Heat or pick their starting Role yet—those will be 
done once everyone introduces their wrestler so you all know who is on the roster. Also, 
leave Injuries and Advances blank, as new characters don’t have either of those yet. 
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PICKING GIMMICKS & MAKING A WRESTLER 


Nathan is Creative, and he’s invited Sarah, Eric, Anna and Ed over to play a first Epi- 
sode to kick off an ongoing Season. They order pizza and chat while Nathan passes 
around the Gimmick sheets. Sarah picks the Hardcore immediately. Eric played a Mon- 
ster in a one-shot and wants to continue playing that character, so he takes the Mon- 
ster again. Ed recently saw some El Santo movies and is inspired to go for the Luchador. 
Anna looks through the remaining Gimmicks and is drawn to the Provocateur, and 
after asking a few questions about what that actually means in the context of wres- 
tling, decides that it'll be a good fit. 


Nathan runs down the Gimmick sheet, pointing out each area and what it means for 
the characters in play. Since Eric is already familiar, he goes ahead and fills out his 
Monster while Nathan answers some questions from the other players. 





He’s playing Mammoth Marco, a huge Alaskan roughneck type, inspired by 
the Hailing From: Dead Horse, Alaska choice. He picks the Overblown & Odd 
entrance, making notes for a production heavy affair, with fog machines, 
ice sculptures and fake snow 
set to a cacophonous orches- ie ees 


You're physically enormous and intimidating. You may have a supernatural edge, or simply 


tra | SCO re s be mean - either way, you make people nervous, in and out of the ring. You carry a proud 


wrestling tradition on your freakishly broad shoulders. Is that all you are? 
. . NOW MAKING THEIR WAY TO THE RING 
He goes all-in on Body and adds his +1 to Mammoth Marco 1 aver of ooate and fure 
. o . . Big entrance with fog machines, 
that Stat, giving him starting Stats of Body more elaborate he bigoer hematoh does the “Mammoth Tuck” 


HAILING FROM ENTRANCE 


° 
+2 Lo O k O Re a | -2 Wo rk -1 ‘ M a rco l S e n O r- O Parts Unknown O Thunderous & Impressive 
’ ’ ’ Dead Horse, Alaska w Overblown & Odd 
O Kill Devil Hills, North Carolina O Weird & Mysterious 


mously strong and impressive looking, and Ten Seine 
as long as he keeps to his strengths he does | R 
fine in the ring. However, he is very much 
a “wrestling character” in that revealing ANT 
anything about the “real” Marco is going Lt st tens 


the opposite Role. 











CHOOSE YOUR ROLE 


d h . . You can use the Move of the same 
to estroy IS mystı q u e . When you debut your wrestler, name by spending 2 Momentum. 


generate Heat with your competition. | When you deliberately act against 


5 5 `: : 5 Ask 1 question per other player. When | your role, it’s a Face Turn or a Heel Pick the desire that most drives you. 
Afte r t h l n ki n fo r a m l n u te E ri C d e C l d es answered, gain +1 Heat with that Turn. Switch Roles, and gain +1 Heat When you have a match that satisfies 
player’s wrestler. with who you turn on (or away from). your Want, take an Advance and pick a 


new Want. 
w+ Who is legitimately terrified of me? 


that Revenge is Mammoth Marco’s initial a E 


O Join a Group! 


u+ Who's made me look weak? Of Revenge! 
Want, and he checks off the Heel Role after - Ter 


O Adulation of the Crowd! 
m i irecti ? 
* Who helps me come up with new directions for my character? Ø Achieve an Impossible Feat! 


a check-in with the group. He'll decide what : You can akso change vans anytime 


+ Who can stand up to me in the ring? (without taking an Advance). 





u 


slight he’s suffered and who he’s coming Ze YOU HAVE HEAT WITH 
for after the group does Heat, but that 

feels like a good story reason for Marco to = 
have descended from the Frozen North. iinet cba eat ain aM ci nce peanlg caspases incase sone esk T Heri 














He flips his sheet over to pick Moves. THE MONSTER 




















He has his FINISHING Move automatically, YOUR MOVES 


J FINISHING MOVE: When you're BOOKED to win a match, roll 2d6. 
d h | d k h t t h P On a 10+, you hit your Finisher clean, gain +1 Audience. 
- Ona7-9, th kı k Ona Botch, till get 
and he already knows he wants the FRODI C eee 
S M h . h b . h . B d 3 m+ They showcase your strength control your own strength. 
t (you both gain +1 Momentum). Choose whether you lose -1 
GIOUS IZE ove, Ww IC ri ngs IS O y O + ? mè They're unwilling to take your Audience, or you injure your 
finisher and flee the ring (gain ©PPonent. 


the maximum score! In his demo game he’d ee ine 


PRODIGIOUS SIZE: You’re just plain enormous! Take +7 Body 


ta ke n S H OOT KI LL b u t d ec i d es th a t m igh t n ot E AGILITY: You're light on your feet and capable o 


5 a more than people think! Take +1 Work (Max +3) 
- INTIMIDATING: Wh in the ring, roll +Body i 
be the direction he wants for a longer-term  NIMOATIG When our not inthe ing ro ody 
situation. 


character, so he takes INTIMIDATING instead, CT NOT OF THS WORLD: Pekar erete asgroture math spon 


that showcases your wrestling persona by changing the physical : 
environment of the match. You can add this stipulation to one ADVANCEMENT 


allowing him to use his +Body in certain situ- meth per Egte gien f the maich arend hason, Sathe | GAIN AN ADVANCE WHEN: 


match with+1:Mamentum. w+ Your Audience falls to 0 the first time in an Episode 





O SHOOT KILL: When you really go after someone, in or out o 


atio ns ou ts i d e of th e ri n g. H e th en ch ec ks th e the ring, you can roll +Body instead of any other Stat if the fact i a sen ates 


that you are larger and stronger is appropriate to the situation. 


5 é s è On a Botch, you injure them, (This applies to BREAK KAYFABE, + You satisfy your Want (and pick a new one) 
b OX n ext to +1 Audien ce, l n a CCo rd a n ce W l th h IS Hi] other an ets Ua You can spend Advances immediately, or bank them and 


spend them when you'd like. 
. > ? © z o: BANKED ADVANCES 
Gimmick’s starting Audience. aaia, 
O Gain +1 Audience 
= Ss : O Pick another Move (from this Gimmick or any other, 
including a Move that increases a Stat) 
N ew G h a ra cte rs sta rt WI t h n (0) l nj u ri es (0) r O Pick another Move (from this Gimmick or any other, 
including a Move that increases a Stat) 


A V n h | V h | nk. H k BODY LOOK REAL WORK © Create a custom Move for this wrestler 
dvances, so he leaves those bla e takes a eS) CO] Ce) Cary | Eeue reac 


O Form a Dedicated Tag Team 


poker chip to represent his starting 7 Momen- —— ie | ee e a a 


time you spend an Advance. 

















. è G When you get injured, check an Injury box. When an And once you've picked 3 of those: 

tu m (d u e to t h e Au d l e n ce +1 ) fi | | S h l S S ta ts opponent uses your injury against you, they gain +1 O Transcend. Take an Advanced Role Option. 

? Momentum. When you erase your last check, you can i . 

. . demand, and be granted, a revenge match with anyone who g Create a new wrestler to play (instead of, or alongside, 
l n to th e reco rd boxes u n d e r h l S M oves SO h e won a match against you while you were injured. Gain +1 Heat this one). They debut in the next Episode. 

with them when the match is announced. O Repackage. Pick an NPW to play for the next Episode. 

Then return this wrestler with a new Gimmick (cannot 


has them on both sides of the sheet, and waits mury |] [| L_| A lathes Turia Manaus ot 


Provocateur). Erase all Injury checks. 








When you spend an Advance, you can erase a check. If you O Retire this wrestler from the business. You can make 


fo r the others to fi n ish ma ki ng thei r wrestl ers. have 3 checks, you can no longer compete. a new one, or take over an NPW to continue playing. 
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HEATING IT UP 


Once everyone makes their initial choices for their wrestlers, it’s time to build their 
Heat. Heat represents the reaction of the imaginary viewing audience to seeing two 
wrestlers interact, ranging from O (no heat) to +4 (the crowd goes wild every time they 
face off). All of the player’s wrestlers start with Heat with each other. Wrestlers can also 
gain Heat with non-player wrestlers (NPWs) during play. 


All the players write down the other wrestlers’ names on their sheet. Then, pick one 
player to start. The first player looks at the Heat questions for their Gimmick, picks one, 
and asks it to the table. Any one other player volunteers to answer that question, and 
the asking player adds +1 to the Heat they have with the answerer’s wrestler. Repeat a 
number of times equal to the other players, up to the four provided questions. Then, 
go to the next player, they ask their Heat questions, and so on. If one player wants to 
answer multiple questions, that’s fine! 


As Heat questions are answered, talk out the backstory or relationship implied by the 
questions; this creates the shared history of the wrestlers as you meet them for the 
first time. If a question doesn’t fit your concept for your wrestler, throw it out there 
anyway and see if someone else sees some potential in it—wrestlers often have com- 
plicated backstories or segments of their career that don’t quite match up with their 
current character. If there’s more than five players, or if nobody volunteers to answer 
someone's questions, it just means that not all of the wrestlers have crossed paths yet. 


43dOSId3 LSald FHL 


During this process, keep your own notes on the dynamics created by the Heat ques- 
tions as they are answered. This is a great resource for you for booking this Episode, and 
then to use as the base for future storylines. Setting initial Heat will give you a sense 
of the basic alliances among the characters, mentor-mentee relationships that you can 
seek to enhance or strain, and who has legit beef with who. 


Once the players have asked and answered their Heat questions, everyone decides 
whether they’re starting as a Babyface or a Heel. Every wrestler starting as a Heel takes 
an additional +1 Heat with every Babyface and vice versa. Often, players have already 
decided before this point, but this is the time to make a final decision for anyone who 
hasn't yet. Generally, you want a roughly even split of Heels and Babyfaces for the first 
Episode—and remind everyone that they can change Role during play! 


HEROES AND VILLAINS 
Most players are going to gravitate towards one or the other Role immediately. You can 
also help by summarizing the key difference between the two: 
> Babyfaces stand up for what they believe in. If someone wants to play a Baby- 
face, ask them: “What do you do to get the crowd cheering you?” 
* Heels will break any rule in order to get what they want. If someone wants to 
play a Heel, ask them: “What do you do to get the crowd booing you?” 


The tension between the Babyface who refuses to give up their principles and the Heel 
who is willing to do anything to win underlies almost every wrestling feud. 


BUILDING THE HEAT 


The Heat questions are thematic to their Gimmicks and designed to create reliable drama between 


wrestlers for any game of World Wide Wrestling. However, you can replace them if you want to go fur- 
ther afield or have played enough that the questions aren’t as exciting anymore. Write your own or 
check out ndpdesign.com/wwwrp¢ for third-party supplements that expand on the basics. 





HEATING IT UP Æ PAGE 19 


SETTING HEAT 


Eric is ready to go with his Monster, Mammoth Marco. 









Ed introduces their Luchador TOR del Ángel, a defender of 
the good and pure and punisher of all villanos who take advan- 





terious, leather-clad figure who specializes in... submission. 
Eric looks at his sheet, writes in each of the other wrestlers’ 
names next to the boxes provided, and picks three of the Mon- 
ster’s four Heat questions. 
Eric: First things first, who can stand up to me in the ring? 
Sarah: Definitely me. You’re big, but I’ve been taking down jerks bigger than me for 
years. 
Eric laughs and writes +1 in the box next to Bell Adonna on his sheet. 
Eric: Next question... who has made me look weak? 
There’s a beat where nobody jumps right in. 
Ed: That could be me... 


Anna: What if it’s me? My whole deal is more about manipulating others’ emotions. 
But if you want this one, Ed? 


Ed shakes their head: No, yours is way better! 
Eric: Yeah, that’s cool. Let’s see how that gees. 


He puts +1 next to Madame Lash on his sheet, and picks one of the two remaining 
questions. 


Eric: Oh, this is interesting. Who helps me come up with new directions for my char- 
acter? 


He looks at Ed expectantly, but Anna speaks up again. 


Anna: What if that’s me, too? Maybe backstage l’m kind of a stage mom, I’m always 
trying to push everyone to do more and go bigger. 


Eric: lm down with that—Ed, is it cool if we don’t start off with anything? 


Ed: Yeah, that’s fine, | mean | am always seeking vengeance so as soon as you do 
something bad, I'll be getting into your business either way. 


Eric nods and adds another +1 to Madame Lash, bringing that to +2. 


After everyone else goes around and asks their Heat questions, it’s time to decide on 
Roles and make that final adjustment. Mammoth Marco and Madame Lash are Heels, 
while both Bell Adonna and Venganza del Angel are Babyfaces, so Eric adds another 
+1 Heat with the latter two. Mammoth Marco starts with +2 Heat with Madame Lash 
(answering two questions, same Role), +2 with Bell Adonna (one question, opposed 
Roles) and +1 with Venganza del Angel (no questions, opposed Roles). 


On Ed’s turn, Eric had volunteered to answer the Luchador’s question “Who thinks | 
don’t deserve my mask?” with some backstory about how, backstage, Mammoth Marco 
just doesn’t have a high opinion of Venganza del Angel as a wrestler. Thus, while Marco 
has +1 Heat with Venganza, the Luchador has +2 Heat with Marco. This works into 
Eric’s conception of Marco as having a pretty low opinion of other styles of wrestling, 
since he’s so dominant in what he does. 
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gaw potential for Provocateur to excel 


“arrows point towards who answered each wrestler’s questions 


While the questions were being asked and answered, Nathan made notes on how 
those backstory elements all intersected, and the players spent a little time filling in 
how they’ve interacted in the past. 


This all gives Nathan a good sense of which initial matchups in the Episode to come will 
have the most ready-to-go energy: 


Æ Mammoth Marco and Bell Adonna have a history of crowd-pleasing violence, 
and they are opposed Roles, so that’s an easy first-Episode matchup. 


XÆ Madame Lash and Bell Adonna also have a ready-to-go rivalry, as they are 
opposed Roles with a backstory dynamic of jealousy. 


XÆ Madame Lash and Venganza del Angel are also opposed Roles, but they have 
more of an off-camera rivalry, with Madame Lash trying to convince Venganza 
to change up his look, and Venganza not really trusting her ring skills. 


Æ Bell Adonna and Venganza del Angel are former tag team partners. While the 
Luchador returned from an injury at the hands of the Hardcore, the players 
decided that that was an accident, and it was that breakup that gave them both 
a chance to be singles stars. They could easily re-unite for a tag team match. 


XÆ Mammoth Marco and Madame Lash also have a more off-camera relationship, 
with the experienced Monster having used his influence to give the Provocateur 
her current spot. The players decide that she actually debuted against him in her 
first appearance (and made him look weak in the process). They could be in a tag 
team, with some dynamic tension about who is in charge of who. 


Æ Finally, Mammoth Marco and Venganza del Angel have the least backstory. 
Marco doesn’t understand or like the high-flying style of the Luchador and 
thinks his “real” skills are middling. It’s just the mask that makes him interest- 
ing. For his part, Venganza mostly has avoided the big man so far. While they will 
end up getting thrown together as the Episode unfolds, there is the least poten- 
tial right off the bat to start them in a feud—though, since they are opposed 
Roles, they can easily have a mid-card match just to see how it goes, and build 
from there. 
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LAST TIME, ON WORLD WIDE WRESTLING 


Once Heat is set, go around the table one last time. Each player comes up with a high- 
light moment from the last installment of the ongoing wrestling show that you’re going 
to be joining shortly. This could be a big wrestling move, an encounter backstage, the 
beginning or end of a feud, or anything else they come up with to showcase how cool 
their wrestler is. The sole restriction: nobody can give themselves a Championship belt! If 
a wrestler is debuting for the very first time in this first Episode, the player can describe 
hype videos or teasers, or maybe a backstage or off-camera interaction if they want to 
be a true “surprise” debut. 


If the main event for the Episode is going to be a big full-roster match (like the 
Regal Wrangle (p. 95)), this is a good time to do “pre-recorded” promos. These don’t 
have any rules associated with them. Each player delivers a promo their wrestler would 
have recorded backstage before the event, highlighting why they deserve to win or 
what they’re planning to do in the big match. This is a good way to get everyone think- 
ing about their wrestler’s promo style and plans for the Episode, even if you don’t have 
a big match planned. In general, pre-recorded promos are a great warm-up to get every- 
one in the headspace of their wrestler and ready to go! 


BOOKING THE EVENT 


The main goal for the first Episode is to introduce the wrestlers to the imaginary view- 
ing audience. The secondary goal is to get the players comfortable with the basic Moves 
and other rules of the game. Booking the Episode is the first step for both goals. 


Once the players have decided on their Gimmicks, built up Heat with each other, and 
described their “last time on” scene or promo, take a ten minute break. Then, you book 
the show. This involves both deciding who is in what match, and the results of those 
matches. Wherever you see the word BOOK in this format, that’s referring to pre-deter- 
mined match results that you start coming up with now. 


A very effective tool for this Episode is a list of wrestlers. You can pull wrestlers from 
the included Promotions (p.190), roll on the Random Wrestler Table (p..134), or 
make up your own as you like. Also, note any non-player wrestlers (NPWs) demanded 
or implied by the players’ choices and think up a few that you want to make sure have 
a prominent place in the promotion. Despite the name, NPWs can be non-wrestlers, 
like the promoter, general manager, backstage interviewer and the like (there’s a list of 
suggestions on p. 120). 


Booking this first Episode is pretty simple: 


Æ Decide which wrestlers will have matches with each other: player vs. player, or 
player vs. NPW. All NPW vs. NPW matches are handled by you simply narrating 
what happens, keep the focus on the players wrestlers! 

BOOK who's going to win each match. 

Decide what order the matches occur in. 

Outline segments that will take place between matches (vignettes, backstage 
or in-ring promos, “candid” interviews and the like). A good default is to plan to 
interview each wrestler before their match, either backstage or in the ring. For 
more suggestions, see a non-exhaustive list of segments (p..111). 


*** 


For a more detailed step-by-step walkthrough of booking your first show, see the 
First Episode Quickstart (p.37). 
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AND YOURE LIVE 


Once you've booked the Episode, go to the action! A basic Episode is modeled after 
mainstream televised wrestling shows, interspersing interviews, promotional seg- 
ments, and wrestling matches in such a way as to create drama that'll keep your view- 
ers watching and engaged. In addition to promos and backstage segments for each 
wrestler to set up or follow their matches, you can use segments to introduce NPWs 
and big prizes for matches, like Championship Titles! 

Don’t worry about having off-camera scenes unless they come up organically, or you 
have the opportunity to make a Hard Move (p. 105) that demands one. Integrating 
the “real life” of the characters with the on-screen action is usually a feature of lon- 
ger-term play. 

The rest of this Chapter breaks down the basic rules for the most common things you'll 
need to know in an Episode: 


Handling stereotypes and using safety tools in play (p. 24) 

The Basics: The Engine (p. 26) 

The Basics: Making Moves (p. 26) (like Cut A PROMO, Worx THE AUDIENCE and 
performing an ATHLETIC FEAT) 

The Basics: Momentum (p..28) 

The Basics: Audience (p. 29) 

The Basics: Being Creative (p..30) 

The Basics: Wrestling (p..32) 

The Basics: The Announcer (p. 33) 

Remember that the players are able to ask for, and sometimes demand, their own seg- 
ments; you are responsible for adapting your plans to what comes up in play. This is 
addressed in more detail in Chapter Eight: How to Be Creative (p. 103), but you have 
three primary duties as Creative: 


CELEBRATE AND CHALLENGE THE PLAYERS 
MAKE IT LOOK LIKE YOU HAD IT PLANNED THAT WAY ALL ALONG 
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ENTERTAIN THE IMAGINARY VIEWING AUDIENCE 


Make all your decisions during the first Episode with 
these three agendas in mind. 





The rest of this book is devoted to: 


Æx Deep dives into how the rules work and interact with each other, and the 
nuances and edge cases that come up most often. 

Fleshing out Creative’s job and how to approach building multi-Episode sto- 
rylines and booking more elaborate matches. 

Structure for Living Promotions and exploring the wrestler’s lives on the road 
between shows. 

Example Promotions to use for your games, or as models for building your own. 
Inspirational resources to use for your games of World Wide Wrestling. 
Reference sections for all the Gimmicks and Moves in one place. 
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STEREOTYPES IN WRESTLING & 
HANDLING THEM IN PLAY 


The world of pro wrestling relies on archetypes, bordering on stereotypes. Heels in 
particular do and say terrible, offensive, and inappropriate things in order to showcase 
their villainy and get the audience booing them. Unfortunately, a cheap and easy way 
to get those boos is with ethnic, racial, sexual, gendered, or other slurs or derogatory 
comments. A good heel doesn’t need to stoop this low to be hated, but it’s something 


that happens all too often. This doesn’t mean it has to happen in your game. 


BOOKING THE SHOW 


Nathan: OK, let’s take ten. I’m going to book the show. 


The others chat while he looks at what he has to work with. 


x 
x 


x 


Mammoth Marco and Bell Adonna make an easy first-Episode matchup, with 
their history and opposed Roles. Nathan pencils it in as the main event. 


Madame Lash and Venganza del Ángel are also opposed Roles, but since they are 
more off-camera rivals Nathan decides to add a Heel NPW to the mix to connect 
them on-screen. He writes down the name Leviathan, envisioning a sea-monster 
themed luchador with a dark, suspicious persona. This rudo wants to ally with 
the Provocateur for an intended “let’s take over this company” storyline, but will 
start booked against Venganza to kick off the show. 


Madame Lash and Bell Adonna also have a ready-to-go rivalry based on jealousy, 
but Nathan doesn’t want to book anyone in two matches in the first Episode. He 
decides to have a backstage segment to make sure they run into each other, but 
not worry about a match quite yet. 


This puts everyone but Madame Lash in a match. Looking at his notes, Nathan 
sees how to bring a few elements together. He'll book Madame Lash against an 
NPW jobber to showcase her character, framing it as something that Bell Adonna 
is observing from backstage, studying the Provocateur’s style in order to per- 
haps take on some elements for herself. Immediately after the match, they will 
have a segment where the camera follows Madame Lash backstage and runs 
into the onlooking Hardcore, aiming for a clash in that context. 


Looking over these notes, he books the following for the First Episode (with his chosen 
winners noted for the matches): 
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x 


Venganza del Ángel (w) vs Leviathan (rudo NPW) to start the Episode. 
Interview with Bell Adonna about her main event match with Mammoth Marco. 


Madame Lash (w) vs. Moose Johnson (a jobber NPW), with Bell Adonna observ- 
ing from backstage... 


...leading into Madame Lash discovering Bell Adonna “spying” on her match. 
Interview with Mammoth Marco about his main event match with Bell Adonna. 


Interview with Venganza del Ángel about his win (or loss), congratulating him on 
returning from injury and asking about his plans for what’s next. 

Backstage vignette, Leviathan appears to Madame Lash, offering an alliance to 
“take over this company from these weak-minded fools.” This is openended idea, 
Nathan is planning to roll with however Anna responds. 


Main Event: Bell Adonna vs Mammoth Marco (w). 


His noted winners (w) are the ones BOOKED to win each match. When the players use 
Moves that BOOK a result, these are the outcomes that will be changed (or confirmed). 
Once the wrestlers hit the ring, some of these segments will shift around, change or 
get thrown out entirely. But with a plan for who wins each match and a basic arc for the 
Episode in hand, he’s ready to go. He calls back the other players and they get started! 
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Because wrestling showcases the grotesque as well as the dramatic, you shouldn't shy 
away from using negative character traits to drive the action, but at the same time you 
must be aware that other players at your table may not be on the same page about 
the introduction of that content into the game. Every player has their own sense of 
what’s too much or what content they don’t want to have to deal with. Sometimes 
they'll know it up front, but sometimes they won't know it until they see it hit the table. 


Here are two ways for players to signal that something is crossing the line, whether 
it’s an offensive comment (even in the mouth of a heel character) or it’s counter to the 
vibe or style they’re going for with their segment (like bringing in comedy into a serious 


catch-as-catch-can title bout). 


Try Another Way: If something doesn’t feel right or there’s a more appro- 
priate way to make a point, any player can just ask “Hey, can you try that 
another way?” This could start a discussion or simply be a moment to 
rephrase something that was tossed off without thinking it through. It doesn’t 
ask the other player to fundamentally change what they want to add to the 
game. It’s just a reminder that there are an infinite number of ways to phrase 
something, so let’s find one that isn’t a bummer. 


Make The X: If something is a harder “wow, I don’t want that in my game,” 
any player can make the X. Cross your wrists in front of your chest, or reach 
out and tap a card with an X on it that’s on the table. Making the X signals to 
everyone that you aren’t cool with what just happened in the game; you skip 
that moment and move forward, or time out and roll back to the beginning of 
the segment (or whatever natural breakpoint is most recent). You don’t need 
to explain why you make the X if you don’t want to, but if there’s something 
specific that you feel comfortable communicating that you’d like to avoid 
going forward, this can be an opportunity for that as well. 


Creative should explain Try Another Way and Make the X to the players at the begin- 
ning of the Episode, so everyone knows they are available during play. Depending on 
the table layout, set out X cards along with the other play materials. 


Players can use these tools to 
respond to something offensive or 
triggering, but also to maintain tone 
or elide excessive digressions. I’ve 
had many tables where, since we’re 
all wrestling fans, we've slid into 
talking about the shows we've been 
watching and needed to Make the X 
as a signal to get back to the game 
we’re there to play! Try Another Way 
is particularly helpful for creating 
the space to help someone out if 
they’re stuck on a promo and would 
like help with their phrasing or clari- 
fying their point. 
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THE X 


Making the X dovetails with the wrestling convention of the 
referee holding their arms up above their head, crossed like 
an X, to indicate that a wrestler has suffered a real injury 
and needs medical attention. So, while Making the X is given 
here as a tool for players to enforce their boundaries on 
what is narrated into the game, it may also come up as part 
of the regular storytelling (like if an injury occurs and you 
narrate the ref making the X in the usual sense). Specifically, 
a player can also narrate their wrestler making the X to end 
a match, which generally means they’re breaking kayfabe. 
In this case, they make the BREAK KAYFABE Move. 

Making the X is adopted from “The X-Card” by John Stav- 
ropoulos, a system-agnostic tool for editing uncom- 
fortable content in improvisational games. More info: 
tinyurl.com/x-card-rpg 

For more general-purpose safety tools and approaches, 
check out the TTRPG Safety Toolkit: bit.ly/ttrpgsafetytoolkit 
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THE BASICS: THE ENGINE 


In order to grow and improve, a wrestler needs Advances. To get Advances, they need 
Audience, or to achieve their Wants. To get Audience, they need to get Heat from feuds 
and matches. To achieve Wants, they need specific matches. To get Heat and get booked 
in the right kind of matches, they need to take actions that trigger the Moves at their 
disposal. Momentum greases the wheels. 


Tell the Players: Make Moves to get Heat and Momentum, work matches 
with wrestlers you have high Heat with, and position yourself to get booked 
towards your Wants and to get Audience. When you gain Audience, you get 
Advances. You use Advances to customize your wrestler’s growth and decide 
their destiny. 





Once everyone on the roster gets popular, it gains the Promotion as a whole a greater 
audience and the cycle resets. This probably won’t come up in the first Episode, but this 
is covered on p. 126 (for Simple Promotions) and p. 129 (for Living Promotions). 


THE BASICS: MAKING MOVES 


The core of this game is talking. The players describe their wrestlers, what they say 
to each other, the physical moves they use in their matches, and how they play to the 
audience. Creative describes how the audience responds, dictates from the booker, 
details of the arena or bingo hall around the wrestlers, and how the non-player wres- 
tlers tangle themselves into everything. Now, if everyone just talked about how cool 
their wrestlers are, it would get boring and predictable; this is why World Wide Wres- 
tling has rules called Moves. Certain things you narrate into the conversation trigger 
Moves. Each individual Move tells you what its trigger is and 


how it’s resolved; generally, the player rolls 2d6, adds a Stat CUT A PROMO 
; : When you take the mic and speak 
and compares the result to the Move’s outcome list. your mind, roll +Look. 


1 ON A 10+: you connect with the 
Take a look at the Basic Moves everyone has avail sudience pick2. 


able to them (p. 244, and available to download at ON A 7-9: you have their atten- 





; ai tion, pick 1: 
ndpdesign.com/wwwrpg). These cover the building blocks w Make Creative book you in a 
. . . match. 
of modern wrestling—getting the audience to cheer or boo, ib hae E E E 
cutting promos, running in on matches, taking risks in the match 
. o’ m They come out to respond to 
ring, and so on. When a player narrates the description that your promo. 
w Gain +1 Heat with the subject 
matches a Move, they make the roll; when they want to of vour promo. 


make a roll, they need to narrate the Move’s trigger. When ON A BOTCH: it doesn’t connect. 
, , , Gain +1 Momentum. 

they trigger a Move, they roll the dice, read the appropriate 

result, and make any choices demanded by the Move. Those 

choices shape the conversation, from telling you whether they impress or underwhelm 

the crowd to whether they add something to a big match to give themselves an edge. 


Moves aren’t meant to be rolled every time a wrestler does anything. They describe 
how the main thrust of a wrestler’s action or agenda goes over, and the consequences 
that come out of it. Don’t roll for Cut A PRomo every time someone opens their mouth. 
Rather, they say what they want to say, from a terse back-and-forth with a rival to a big 
strategy planning session with a partner, then roll to see how the segment translates to 
the imaginary viewing audience. Part of your job is to confirm when someone is aiming 
to make a certain Move, or to tell them to roll when they narrate themselves into Move 
naturally. You should also step in when someone keeps going for the dice and help 
guide the players into a pace that feels right for your game. 
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HARD AND SOFT MOVES 


You have your own Moves as Creative. These are more like narrative approaches that you get to use at 


different times in the game, with harsher ones in response to failed Moves made by the players. These 
are explained more under The Basics: Being Creative (p..30), but generally the term “make a Move” 
refers to player’s Moves. “Make a Hard Move” and “make a Soft Move” refer to Creative Moves. 





THE BASIC MOVES ARE: THE WRESTLING MOVES ARE: 
XÆ ATHLETIC FEAT XÆ The WRESTLING Move 
XK BREAK KAYFABE > Work REAL STIFF 
> CHEAP HEAT > INTERRUPT 
XÆ CuTA PROMO > THE COMEBACK 
* Pray PoLitics * TAG TEAM 
* The Over Move Æ Match Stipulation Moves 
* Run-IN 
> Work THE AUDIENCE 


MAKING A MOVE 


Nathan opens the game by narrating the televised intro, showing off each of the wres- 
tlers along with some non-player wrestlers (NPWs) that he’s planning to feature later. 
They started the action with Venganza del Angel defeating the debuting rudo Levia- 
than and have now moved on to the first interview segment, with Sarah’s Bell Adonna. 
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Nathan: We’re backstage, with the camera following “Brawny” James Dio as he 
approaches an exterior door. | think we catch you as you come in with your... gym 
bag? How are you arriving at the arena? 

Sarah: Oh, | just have an old duffel bag with duct tape all over it, and a pair of 
beat-up roller skates hanging off the back. I’m in street clothes, jeans and a t-shirt 
for a Riot Grrrl band that nobody’s ever heard of. 

Nathan: Cool. Ok, so we see you in the background coming through the 
door as Brawny talks into the camera. 







Wrestling fans, I’m happy to say that I’ve tracked down the Queen of Pain 
herself. Bell Adonna, you’re in the main event tonight. This is your first 
headline match here in World Wide Wrestling—and on top of that, you face & 
one of your toughest opponents, Mammoth Marco. What is your state of 
mind stepping into the ring with the big man from the North? 


Well Brawny, first of all, I’m glad that I’m finally being recognized for all the 
blood, sweat, tears and blood I’ve put into this company, and I know my fans 
will be in my corner for this one, like they are for all my matches. I’m not 
going to pretend that this is going to be an easy match, but Marco.. .well, 
Marco stands alone. He deesn’t understand what it’s like to fight for someone 
else. And like I’ve said ever since | came to World Wide Wrestling, | don’t just 
fight for myself—I fight for everyone who’s ever been bullied, or teased, or picked on by 
someone bigger than them. And tonight, | look forward to taking down the Mammoth! 





Nathan: Ha, nice! | like it. You clearly just cut a promo. Roll +Look. 


Bell Adonna has Look of 0. Sarah rolls 2d6 and gets a 4 and 5 for a total of 9. She looks 
at the Cut A Promo Move on the Move Reference Sheet in front of her. A9 means she 
gets to pick one of these options: 

Æ Make Creative book her in a match. 

* Add a stipulation to a relevant match. 

Æ Make Mammoth Marco (subject of the promo) come out to respond right now. 

* Gain +1 Heat with Mammoth Marco. 


Sarah: |’m already booked in this match, right? I’m tempted to add a stipulation, but 
| have the Move where | can make it Hardcore anyway... CONTINUED 
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Nathan: Well, raising your Heat with someone you're about to wrestle isn’t a bad 
idea. Remember, if you have +4 Heat with Marco by the end of the match, you gain 
Audience! Or, if you want him to come out now and stare him down, you could do 
that. Or, if you want to do both, you could spend your 1 Momentum for the 10+... 
Sarah: Mmm, no, I’m the star right now, and I'll keep the Momentum for later. I'll 
take the +1 Heat. 


Bell Adonna started the Episode with +2 Heat with Mammoth Marco, which Sarah 
changes to +3. 


Nathan: Great! OK, the camera cuts there then, and we go to the next segment. 


THE BASICS: MOMENTUM 


Momentum represents a wrestler’s energy and intangible “it” factor. Every wrestler 
starts each Episode with the Momentum associated with their Audience—starting 
wrestlers will start with 1 Momentum, as they all start with +1 or +2 Audience. A player 
can spend any amount of Momentum to add a bonus equal to what they spend to 
any die roll they just made. They always spend Momentum after seeing what they roll. 





Some Moves, most notably the BABYFACE and HEEL Moves, demand that Momentum be 
spent in addition to their narrative triggers. This means that the Move cannot be made 
if you don’t have the Momentum for it. 


Momentum is also important for matches. In addition to helping out on the WRESTLING 
Move, FINISHING Moves are “flat” 2d6 rolls with no associated Stat, so saving Momen- 
tum up to use for your finisher is generally a good idea. 


Momentum is a fluid resource, so a good technique to track it is with poker chips or 
another kind of physical token that can be physically moved around as Momentum is 
gained, spent, and lost. Momentum comes from the results of some Moves, as well as 
from Botching some Moves—wrestlers learn from their defeats. 


Any Momentum unspent at the end of an Episode disappears; there’s no reason to 
conserve it. 








“Proud” Mary 
Panache's Pride 7 N ...launch into the 
Before the Fall » Spanish Fly... 





by Troy Carter 








Go to the top rope... 
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USING MOMENTUM 


Nathan cuts to the entrance ramp to the ring for the next segment. 
Nathan: We go to the ring! The announcer gees “And now introducing, from The 
Depths of Your Desires.... Madame Lash!” Anna, what dees your entrance look like? 


Anna: The lights go down, and then there’s a sharp whip crack along with a flash of 
red light. A choral swell comes up along with red mist as | strut out onto the ramp. 


Ed: The whip crack is perfect; all the great entrance music has that really snappy 
sound at the top. 


Nathan: Oh yeah, as soon as that crack is heard the crowd starts making noise, they 
know who’s coming! 


Anna: Oh, they know. As | make my way to the ring I point to people in the crowd 
and make the “come here” gesture with my finger, then when they come towards me 
| do the “no way” open hand and blow them off. 


Nathan: Sounds like you’re working the audience. Roll +Audience! 


As the Provocateur, Madame Lash starts the game with an Audience of +2. Anna rolls 
for Work THE AUDIENCE and gets 1 and 3, totaling 6 with her +2 Audience—a Botch! 


Anna: Ah, that’s not how | want to start this show! l'Il spend my Momentum. 


Anna throws a poker chip in the middle of the table. Spending the 1 Momentum means 
the roll gets an additional +1, bringing it from 6 (a Botch) to the 7-9 hit result. 


Nathan: Are you sure? Botching means you can’t Work The Audience again, but you 
do get a Momentum, learning from failure, so you'll have 2 for the match. The 7-9 
result on this Move is to gain 1 Momentum, so you'll stay even at 1 Momentum. 


Anna: Huh. Well, a Botch means they check out right now though, right? 


Nathan: Yeah, and I can also make a Hard Move, which means do something that 
Madame Lash will not be a fan of. 


Anna: | don’t want that! I'll spend the 1 Momentum and then get it back. 


Anna takes her poker chip back and Nathan narrates how the crowd starts booing 
Madame Lash as she plays with their emotions on the way to ring. 


THE BASICS: AUDIENCE 


The goal of every wrestler is to get so popular that the crowd wants to see them again 
and again. More popularity means more bookings, better treatment from manage- 
ment, and (hopefully) more control over your own destiny. Each wrestler’s Audience 
score represents how popular they are. The two main ways to increase Audience are to 
win matches and to gain Heat with the other wrestlers. 





For the first Episode, remind the players that the thing they have most control over 

is gaining Heat with their opponents, and every time they work a match with some- 

one they have +4 Heat with, they gain +1 Audience! Once at +4 Audience, they’re one 

_ away from hitting the Top Spot, which earns them an 

N Advance which can be used to raise Stats, gain new 
N 


Moves, or evolve their Gimmick. It’s rare to get to 
<< the Top Spot in one Episode, but if someone 
oe take a look at the section covering 

gaining and losing Audience (p. 53). 
= 


... and land on top of 
them for the pin! 
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THE BASICS: BEING CREATIVE 


In addition to pacing the show and playing NPWs, Creative uses Creative Moves, which 
are narrative approaches and triggers for new content, rather than specific actions 
taken by individual characters. Creative’s Moves are divided into “Soft” and “Hard” 


Moves. 


Soft Moves are the things you say whenever the players look at you expectantly, wait- 
ing for you to move the action along. 


SOFT MOVES 


x 


x 
x 
x 
x 


we 


Put a microphone in their face. This could be a scheduled interview, a rival’s 
interruption, a hard question, an accusation of wrongdoing. 

Take the next step for a storyline. This is as your dramatic sense dictates. 
Book them in a match. They could be challenged by an inferior, scheduled into 
one to fill time, or handed one as a reward or a punishment. 

Put something they Want at risk. Take a look at their sheet to see what their 
current Want is and put an obstacle in the way of them getting it. 

Announce kayfabe badness. This is something unwanted that happens as part 
of their storylines. A bad guy is underhanded, a good guy makes a mistake, 
management punishes someone unfairly, something important is lost. 

Swerve the storyline. This is always going to be contextual to the moment... 
but do something unexpected! 

Bring in something On Deck. You won't have anything On Deck for the first 
Episode, but see p. 109 for this between-session prep. 


Alongside your plan of segments and matches, you should use the list of Soft Moves 
to add segments and bring in more antagonists. If you have no idea what to do next, 
make a Soft Move! 


SOFT AND HARD MOVES 


Later in the show, some things have already swerved from the original plan and Nathan 
isn’t quite sure where to go next. Everyone’s waiting for the next thing, and Nathan 
looks at the list he’d prepped at the top of the show (p. 24) . It strikes him that this a 
good moment for the scene with Leviathan and Madame Lash that he penciled in. This 
is taking the next step for a storyline, one of Creative’s Soft Moves. 


Nathan: OK, we’re staying backstage—Anna, | want to have a segment that’s in 
Madame Lash’s personal set, | don’t see her as hanging out in a locker room. What 
do you think that would be? 


Anna: Oh, | have a fancy boudoir. There’s a big mirror, surrounded by red and black 
silk drapes. I’m sure we just dress up a closet or something. 


Eric: It’s probably the back of my ice cave set, that’s a big pile of foam boulders and 
then the drapes hang off the back. 


Nathan: Oh, absolutely, this stuff is all portable scenery. World Wide Wrestling can't 
afford greenscreens... yet. Anyway, Madame Lash, you're touching up your eyeliner 
in the mirror with the camera looking over your shoulder. In the mirror we see a gri- 
macing face slowly emerge out of the darkness behind you... the blue mask of Levia- 
than, the rudo that was beaten by Venganza earlier. 

Anna: | don’t stop what I’m doing or react, but after a beat I say... “Didn’t anyone 
ever teach you to knock before entering a lady’s room? I’m going to have to...” dra- 
matic pause “...teach you some manners.” 
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Hard Moves are the things you say when players Botch (by rolling a 6 or lower) or posi- 
tion themselves such that they’re really just asking for it. 


HARD MOVES 

Æ Turn the audience on them. Explain how what they did brings them low in the 
sight of their fans, and they lose -1 Audience. 

XÆ Turn an NPW on them. Explain how what they did offends, hurts or enrages 
their peer, and they lose -1 Heat with the character. 

* Create backstage intrigue. This is something unwanted that happens off-cam- 
era but might spill over into their storylines. A dastardly plot, a sudden betrayal, 
an unfortunate affair, a poor decision revealed, a vile rumor, a bad mistake. 

* Announce legit badness. This is something legitimately bad that happens to the 
character, off-camera or on. Someone is injured, someone is in trouble, some- 
one has disappeared, something important is broken, something important is 
missing. This can simultaneously impact storylines as well. 

Æ Hire or fire someone important. This is going to be an NPW, you can’t fire 
player wrestlers (unless they’re at O Audience). Hire someone they hate, fire 
someone they love. 

Æ Push an NPW ahead of them. Explain how they are losing a spot and why 
they’re being passed over because of their failure. 

Æ Steal their victory. Preferably via their worst enemy. 
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Many of the Gimmick Moves have an on a Botch result, which is the primary result of 
missing the roll. If a Move does not have a specific Botch result, then it’s up to you 
what the fallout is for a Botched roll. Botches never stop the action in its tracks; rather, 
Botches reveal or enhance a wrestler’s weaknesses in the eyes of management or are 
physical weaknesses that lead to injuries, recrimination, and backstage disapproval. The 
show must go on through every error, it’s just that things are get more complicated! 


A Botch is not always a failure, it’s a springboard to making a storyline more personal 
and impactful on the wrestler’s legit life and career. It’s also a learning opportunity— 
many Moves give the wrestler a Momentum on a Botch, reflecting how they can learn 
something from their mistake and turn that into a better result next time. 


Nathan: Leviathan speaks in a low, gravelly voice and elongates his sibilants. “Many 
apologies, Madame, but manners are not very useful where | come from. | am 
more interested in.... power.” 


Anna: “Power? I’m listening.” I still don’t turn around, and | continue doing my 
makeup through whatever he says, looking at him in the mirror. 


Nathan plays out Leviathan’s pitch: working together, they can turn the weak-hearted 
fools on the roster into their minions, and clear the path to the coveted World Wide 
Wrestling Pan-Oceanic World Championship. 










l like your plan. But there is one problem... only one can hold the Champi- 
onship. Are you prepared to submit to me in the end, Leviathan? For, while 
you may have power over men’s minds, it is | who holds their hearts in my 
hands. And the power of the heart is far, far greater. 


Nathan: Oh, that is a great line. Roll for Cut A Promo, you're telling some- 
one what you think for sure! 





Anna rolls for Cut A Promo... and get snake eyes! She certainly doesn’t have enough 
Momentum to avoid a Botch this time. CONTINUED 
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Ed: Oh no, but that was such a good line! 


Nathan: Well, the line is still great, but the dice tell us whether the audience con- 
nects with it. | think they’re more confused than impressed, they don’t really under- 
stand the Madame Lash character yet. You do take 1 Momentum, at least. 


Nathan looks at his list of Hard Moves, as a Botch invites one of those as well. This 
seems like a perfect moment for Turn a NPW on them—she’s just insulted Leviathan, 
who is both vain and greedy, as a character and as a performer. 


Nathan: OK, so, there’s a beat and you can hear the live audience watching this on 
the ‘tron murmuring, kind of confused. Leviathan shakes his head. His voice loses 
the sibilance a little, and you can see that he’s legitimately angry. “You reject the 
hand | offer to you? Fine! Then you are among my enemies, and | will drown you 
just as | drown all that oppose the might of Leviathan!” We cut there, cool? 

Anna: Oh, wow. So now |’m going to have him to deal with, too? That’s fine, | can 
take all comers! 


Nathan smiles—even though he’d had the vague idea for a storyline where Leviathan 
and Madame Lash teamed up, the Botch has swerved that. Now there’s a clear starting 
point for a heel vs heel feud, with Leviathan interfering with Madame Lash at every 
opportunity to salve his wounded pride, both on-camera and backstage. 


THE BASICS: WRESTLING 


Wrestling matches are their own kind of conversation, so they have their own Moves. 
The In-Ring Moves (p. 246) specify who has narrative control and track how well the 
match is going. Whoever has narrative control (for brevity’s sake just “control”) of the 
match narrates a sequence of transitional or resting maneuvers, culminating in a big 
spot meant to impress the imaginary viewing audience. The result of the WRESTLING 
Move gives the player choices about how the big spot goes, which may include transi- 
tioning control to their opponent. 





Creative decides who starts with control, based on what’s appropriate to the situation at 
hand, and narrates the basic setup before handing narration over to that player. Once 
the match starts, the player with control narrates the beginning portion, builds up to 
the big spot, and then makes the WresTLING Move (for a full breakdown see p. 72). 


You'll see that the WRESTLING Move asks the player to pick which Stat they’re rolling 
on—there’s no right or wrong answer. If they narrate a maneuver that’s obviously 
one thing or another, just roll the obvious one; if in doubt, they should play to their 
strengths and roll on their highest Stat. In addition, basic Moves (like WorK THE Auni- 
ENCE or performing an ATHLETIC FEAT) may be used in the ring, if they’re narrated into. 


If the match is between a player’s wrestler and an NPW, you never roll for the NPW; 
you take up narration when the player passes it and you pass it back when you want to 
(or when the player uses the INTERRUPT Move to take it back from you). 

Wrestling matches tell little stories of their own, with a beginning, middle and end. Use 
The One-Two-Three to help structure matches by calling for a three-beat pace to build 
up to each roll of the dice (see more on p. 71). 





© SET IT UP ' © GET THEIR REACTION "+ @ MAKE THE BIG MOVE 
LRN 
BGs 


PAGE 32 * WORLD WIDE WRESTLING: THE ROLEPLAYING GAME 





as a6 
























The One-Two-Three: While your wrestler may do three or four moves in a 
row while they have control, it’s just the last one you roll for with the WRes- 
TLING Move. 


Æx Narrate the set-up move or your initial attack and pick up the first die. Ask 
for your opponent’s response. Then: 

Æx Narrate your reaction to their response, a transitional move or a 
crowd-pleasing taunt, and pick up the second die. Ask for your opponent’s 
response. Then: 

Æx Narrate your big showcase spot and roll the dice for the WRESTLING Move! 


Not everyone wants or needs this specific structure, but it’s a good place to start. 


It’s Creative’s call when the match ends (though sometimes a wrestler will force the 
end of a match with a Move). When you’re ready, announce who’s BOOKED to win the 
match—this is the wrestler that everyone in the match knows is supposed to win. Sev- 
eral Moves have the potential to change this by giving a player a choice of BOOKING the 
match. When a player makes one of these Moves, the outcome they narrate becomes 
the finish instead of what you had planned. It’s your job to take these changes and roll 
them into the ongoing storyline, as though the new finish was the plan all along. 
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You can reveal the BOOKED winner at any time during the match, depending on the 
mystery you want to preserve or the necessity for the players to know in order to build 
up to the end. Once the winner is revealed, whoever is in control pushes towards a 
position from which they can take the victory. Then, the winner makes their FINISHING 
Move from their Gimmick sheet and uses the results to narrate the end of the match. 


THE BASICS: THE ANNOUNCER 


When a match starts, you pick a player whose wrestler isn’t involved to be the 
Announcer. The Announcer does color commentary, recapping the action and add- 
ing their own editorials. Most importantly, the Announcer can Put Over each player’s 
wrestler in the match, in order to make them look awesome. To do this, they describe 
what the wrestler is doing in the most impressive light to the 


imaginary viewing audience. The Announcer can PuT OVER : 
After a wrestler in a match rolls 





each player’s wrestler once per match. the dice for a Move, recap what 
a wrestler just did in the most 
The effect of Putting Over is to increase a roll result up one suc- glowing tint (incuaingcovenns 
up or explaining away an error or 
cess level from what they roll: from a Botch to a partial hit (total botch). 
: . ; Bump their die roll up to the 
of 7-9), or from a partial hit to a strong hit (total of 10+). Thus, next result level. froma Botch 
. 6-) to a partial hit (7-9), or f 
the Announcer should wait to see the roll result before decid- Salita bl Sc al 
ing whether to Put Over the wrestler (though they’re obviously |; '™ You can use this Move on 
each wrestler once per 
free to describe their amazing technique without applying the R Mail A 
. Mn your wrestier enters tne 
mechanical benefit). At the end of the match, the Announcer match, pass the Announcer 


Role to another player. 


goes back to playing their regular wrestler. 


Creative can serve as color commentary but does not have the See nore 


ability to put over wrestlers. If every player is in the match, there is no Announcer. 
If more than one player is free, they can all participate in commentary, but only one 
of them is the Announcer with the Put Over Move. Some groups create individual 
commentators with names and personalities, some play their wrestlers as temporary 
announcers, and some leave the commentary team as anonymous talking heads. If a 
player is having trouble getting into the Announcer role you should mention the differ- 
ent ways to approach it so they can find the one most comfortable for them. 
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WRESTLING, ANNOUNCING & A STIPULATION MOVE 


It’s time for the main event! Eric and Sarah narrate the entrances for Mammoth Marco 





and Bell Adonna, respectively. Sarah ends hers with a top-of-the-match promo: 


Sarah: | gesture for the ring announcer to give me the mic. 





Mammoth Marco, you say you're not scared of anything... so you won't mind if 
we make things a little more interesting and give this crowd what they really 
want to see—a Hardcore Match! 








| pull my signature pair of roller skates from around my neck and whirl them 
like nunchuks. I’m using my Tables, Ladders and Chairs, Oh My! Move to add the 
Hardcore Stipulation to the match. 


Sarah spends one Momentum for this Move, tossing a poker chip into the pot. 


Eric: Oh, you can just do that? Cool. Uh, yeah, | raise my arms and wait for the 
crowd to quiet down. 


I... accept. 


Nathan: Great! The bell rings, and the match is underway. | think Bell Adonna 
definitely starts with control. Ed, would you like to be the Announcer for this one? 


Ed takes the prop mic used to mark the Announcer. 


Well wrestling fans, you are in for a treat tonight—if past matches are any 
indication, this one was going to be a donnybrook even before weapons were 
allowed. | do not envy our official for this one! 





Sarah narrates an opening sequence, using The 1-2-3 to structure her narration. 


Sarah: First | circle around the ring, whirling my nunchuk-skates, as you rotate to 
face me. | build this up for a circuit or two, letting the crowd make noise as we stare 
down. (She takes the first die). Then, | stop in the corner and taunt you—“What’s 
the matter big man, is your brain as swollen as your muscles? Come on!” | think 
you come at me now, unless you have something else? (She takes the second die) 
Eric: Oh, | totally come at you now. | wait a beat, then explode into my diving 
Mammoth Tusk tackle, just throwing my whole weight at you in the corner with a 
bellow of rage! 









It looks like Mammoth Marco wants to get this one over quickly, and I can’t 
blame him—if the Belle of the Bricks gets those skates of hers into play, it 
really evens out the playing field! 


Sarah: Perfect! |, of course, was waiting for you to do exactly that, and | 

dodge so you tackle the ring post. You do the thing where you hit it with your shoul- 
der and wrap your arms around it, and | slide out under the bottom rope and tie 
your wrists with my skate laces. 

Nathan: There’s a big CLANK from the impact, and the crowd groans in sympathy. 
Time to roll! This isn’t really violence yet, so you’re rolling for the Wrestling Move. 
Which Stat is this, +Body, +Work or +Heat? 

Sarah: | think it’s +Work, I’m using superior ring strategy... for now. Mine’s 0, so 
this is just a flat roll. 


Sarah rolls the dice she’s picked up for WRESTLING, getting 2 and 5 for a 7. 


Sarah: | can keep control and keep narrating or turn control over and take a 
Momentum... I'll do the second one, it’s time for Marco to do his thing! 


Sarah takes a chip for the Momentum and Eric takes control of the match. 


Wow, did you see that! Bell Adonna came into this match with a strategy, and 
now Mammoth Marco is helpless in the corner. I'll remind you that there are 
no disqualifications in a Hardcore match here in World Wide Wrestling, so 
he’s going to have to get out this one himself. 
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Eric: Well, this one’s easy—Sarah, what is Bell Adonna doing now? Going for 
another weapon, | assume? 


Sarah: Oh yeah, I’m reaching under the ring for a kendo stick. 


Eric: Great. I’m freeing myself by flexing and just ripping the skate laces apart while 
your back is turned. Is this the Wrestling Move, or...? 


Nathan: | think this is actually an Athletic Feat right here. It’s not really part of a 
maneuver, and you’re showing off a little. So, roll +Body for that one. 
Eric rolls for ATHLETIC FEAT, getting a 4 anda 5, for a 9 before adding his +3 Body. 


Eric: That’s a 12! | do it easily, and choose... hrm, I'll take +1 Heat with my opponent, 
let’s do this. 


Mammoth Marco had +3 Heat with Bell Adonna going into the match (+2 to start, +1 
from a promo earlier in the Episode), so that now goes to +4. 


Eric: | burst through those laces like cotton candy, and grab the skates. When Bell 
Adonna comes up from under the ring, I’m facing her with one in each hand. 
Sarah: Oh no! | take a step back, surprised. 

Eric: And | CRUSH your skates in my huge hands. Uh... do | need to roll to do that? 
Only weaklings need weapons to fight! 

Nathan: Awesome. No, this is still part of your Athletic Feat, especially since 
you got the 12 on it. The crowd pops as you drop the mangled skates at Bell 
Adonna’s feet. 

Sarah: Hey now, that’s not cool! | hit you in the head with the kendo stick! 


Eric: | block that, and l'Il break that too. 
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Eric still has control of the match, so it’s up to him whether what Sarah says goes. 
Sarah: Ah, no you don't. l'Il Interrupt! 


She spends another of her Momentum for the INTERRUPT Move and takes control of 
the match. She only has one Momentum left. 
Eric: Ah, well, | get hit in the head then. 


Nathan: Now THIS is the Hardcore Move. Is there more to it, or is the kendo stick 
attack the big spot here? 


Sarah: This is it, he’s really pissed me off by breaking my skates. 


Sarah rolls for the HARDcoRE Move, getting a 2 anda 5, for a7 before her +Real of -1— 
the total is a 6, a Botch! 


Sarah: Oh no. | guess | spend my last Momentum... 
Ed: No, l'Il put this over, this rules. 







The strength of the Mammoth is undeniable, but it looks like he may have ME 
made a serious tactical error folks. Bell Adonna has that kendo stick and... my À a 
god, will you look at that ferocity! She just shattered the stick over the head of Cs ZB 

the big man, and not stopping there! He’s trying to ward off the blows, butthat ——— 
broken stick is causing even more pain with those splinters on the end, look at him 


trying to get away from Bell Adonna. | bet he never expected something like this! 


Sarah: Ah, thanks Ed! That gives me the 7-9 result. So I gain +1 Momentum, and 
pick one... | don’t think this is going to result in an injury, l'Il take the +1 Heat with 
Marco, and pass control back to Marco. 


Now Bell Adonna is at +4 Heat with Marco as well. This match is going to get both of 
them Audience, win or lose! 





Nathan: | think we can start going home now, as Mammoth Marco is, in fact, 
booked to win this match. CONTINUED 
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Eric: Oh, right on. Um... ok, | got it. Sarah, you’re still hitting me with the broken 
kendo stick, and | back away until I can roll into the ring. 


Sarah: | throw the broken stick at you in disgust, my rage spent. Do you want me to 
come at you, or stay outside on the floor? 


Eric: Stay outside for a second. | back against the opposite rope, shaking my head 
and running my hands over my face... and then | raise them and see the blood from 
the scratches. | start huffing and puffing, working myself up with my own anger at 
being bloodied. 


Sarah: Nice. This is a Hardcore match, so I’m spending this time pulling a table out 
from under the ring, clearly with an intention of using it to my own advantage. 








Well fans, you’re getting your money’s worth tonight—both of our competitors 
\ 4 have gotten in some good blows, and perhaps gained a little respect, but as you 
Ù can see neither is ready to call it quits! 


A Eric: Oh, that’s even better. | think this can be the finish—you set up the table, 
then climb up on the apron, and I'll Mammoth Tusk you through the ropes, sending 
you flying back and through the table yourself! 


Sarah: If | have to lose, that’s the perfect way to do it. 


Nathan: The crowd gets to their feet in anticipation as you set up the table, then 
slowly climb the apron... there’s a roar as Marco gets into the Mammoth Tusk 
stance... Eric, take it away. Roll for your Finishing Move, then we'll see how it comes 
out before narrating the finale. 


Eric: | charge! 
Eric rolls for his FINISHING Move, which is flat (no Stat applies). He rolls double 2, total- 


ling 4. That’s a Botch, unless Eric spends Momentum or Ed uses the Announcer Put 
Over Move (as the Announcer can put over each wrestler once per match). 


PACING THE SHOW 


As a general rule, be basic and obvious for your first Episode. Everyone is getting used 
to their characters and the rules of the game during this session; save the weird stuff 
for later. Keep things simple, and make sure to: 


Æ Give each wrestler an opportunity to cut a promo before their matches. 

* Help guide the match narration as appropriate. 

* Cut right to the next vignette or promo you had planned after each match 
(unless something else comes up). 

Æ Roll with the serves and be inspired by your players contributions. 


To model how wrestling works for players who may not watch a lot of wrestling, you can 
book a player versus NPW match early, talking that player through their options and 
pointing out the moments in a match you think are cool! If you have an even number 
of players, a tag-team match between Babyfaces and Heels is a good, high-energy way 
to end an Episode, and tends to spawn future feuds. 


If the players have segments they want to see, you should be responsive to what they 
want to do. Work requests into your show and always respect their ability to advance 
their agendas via their Moves. Many Moves allow them to book matches or segments 
of their own, so either just replace what you had in mind or slot it into a place that 
makes sense. That said, the first Episode is often the most Creative-driven Episode of 
a Season, simply because the players haven’t had time to get their heads around their 
wrestlers yet. Have fun with it, get into the dramatic action, make obvious choices, and 
enjoy what everyone brings to the table to make a great wrestling show! 
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Eric: Huh, the Botch actually is kind of interesting, but | have 3 Momentum and this 
is the end of the session, right? I'll spend those all to get to 7. | choose whether you 
showcase my strength or are unwilling to take my Finisher and flee the ring... oh, 
you definitely showcase my strength! We both get +1 Momentum. | tackle you clean 
through the ropes, and we both go flying through the table you set up. There’s a 
beat, then I pull you up and push you into the ring, then step over the rope with the 
last of my strength and fall on you for the pinfall. 


Nathan: The crowd pops as you go through the table, then there’s a hush as you roll 
Bell Adonna into the ring... then when the referee counts three, a tide of boos as 
everyone was pulling for her to make a comeback! Awesome match. 


Since both wrestlers were at +4 Heat with each other, they both gain +1 Audience for 
the match. They finish the segment by describing how they react to the crowd as they 
each exit the ring, and the other players join them for an off-camera scene celebrating 
their success once they come back through the curtain. Nathan makes a note for the 
next episode that Bell Adonna, the fan favorite, should get a rematch to see if she can 
get her revenge against the Monster. 





First EPISODE QUICKSTART 


Here’s a condensed quickstart walkthrough of how to get a first Episode going and think 
about initial booking. 





FIRST * Introduction and picking Gimmicks: 


Hand around the Gimmicks and read or summarize the following as the 
players look at them: 


We’re going to play out an Episode of a televised pro wrestling promotion, called 
World Wide Wrestling. I’m Creative. | decide the order of which segments go when, 
| frame the backstage and interview scenes, and | book the matches, including their 
outcome, ahead of time. You each play a wrestler, represented by these Gimmick 
sheets. We can have one of each Gimmick in our game, and these are the broad 
archetypes you tend to see in wrestling. Don’t worry about making the “right” 
decision, just pick something that you think is cool. 


This game includes what happens both on- and off-camera. You're playing a pro- 
fessional who plays a wrestling character, so you may have your own career goals 
and backstage aspirations outside of the ring. In a single session we mostly play 
out the on-camera action, as we’re all trying to entertain the imaginary viewing 
audience! But off-camera segments can certainly come up. 


While everyone’s taking a look at the Gimmicks is a good time to take one and run 
through the different sections to orientate everyone towards how they work. Read or 
summarize the following: 


Æ Pick (or choose) your Hailing From and Entrance; come up with anything you 
want for your specific Gimmick; come up with your wrestling name. 

Æx You have 4 Stats, which range from -2 to +3. Each Gimmick has a starting stat- 
line, and then you make one decision (usually adding +1 to a Stat but see what 
it says on your sheet). Higher is better! 
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Body is your physical strength and athletic ability. 

Look is your overall “it” factor and charisma, and your talking ability. 

Real is your ability to break the fourth wall effectively and entertainingly 
combine back-stage reality with the on-camera storylines. 

Work is your technical wrestling skill and how well you tell stories in the ring. 


* HH 


Æx You'll have Heat with every other wrestler. Heat represents how entertaining 
and compelling your relationship is, positive or negative; you have Heat with 
both your tag team partner and your blood feud enemy. We'll do Heat after 
everyone has decided on their character and made their other choices. 

Æ Pick a Want that seems interesting to you. You can change your Want whenever 
you'd like, but when you wrestle a match and get what you Want out of it, that 
gets you an Advance. You can pick now or after we do Heat. 

* You start as a Babyface (hero) or Heel (villain), your choice. You can pick now or 
after we do Heat. It’s generally best if there’s a roughly even split of babyfaces 
and heels for the first Episode. 

Æ Moves are the cool unique things your wrestler can do that nobody else does. 
You have one or two already selected, and then you make a choice from the 
remaining ones, as it says on your sheet. You might want to pick Moves that ask 
you to roll + your high Stats, but generally just pick what sounds cool! 

Æx Audience tracks how popular you are! This is what you really care about. Oh, 
and if you lose all your Audience you'll get fired. Your Gimmick says you “start 
and reset” to a number, just put a check in the box next to that number to indi- 
cate you currently have that Audience score. This will go up and down in play. 

Æ Your Audience score tells you the Momentum you'll start the Episode with. All 
new characters start with 1, note that or take that many tokens. Momentum is 
spent to give your rolls bonuses and goes up and down a lot in play. 

XÆ Injury and Advances come up during play, and you don’t have to do anything 
with them now. Advances are what you get you more Moves and better Stats, 
along with storyline improvements like getting a manager or making a dedi- 
cated tag team. There are also some boxes for recording your stats on the back 
of the sheet for quick reference. 


SECOND * Introduce the Wrestlers: 


Once everyone has chosen their Gimmick and made their choices, pick 
someone to introduce their wrestler. 





Ask them to describe what their wrestler looks like and their general “deal.” What’s their 
ring gear? What kind of fans do they have? What’s their style? Also, tell the players to 
write down each other wrestler’s name in their Heat section as they get introduced. 


Then, they ask one Heat question for each other player (so, if there’s four players, each 
player will ask three questions off their list). One of the other players volunteers to 
answer each question. The players should expand on what that means or implies for 
their wrestlers, and you should take some notes so you can make matchups that build 
on these initial rivalries and relationships. 


The asker adds +1 Heat to the answerer’s wrestler on their sheet. Heat can be asym- 
metric (that is, two characters don’t need to have the same amount of Heat with each 
other). A player can answer multiple questions if they feel it’s appropriate. Once all 
Heat questions have been asked and answered, all Babyfaces take +1 Heat with each 
Heel, and all Heels take +1 Heat with each Babyface. 
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THIRD * Last Week, on World Wide Wrestling: 


This is to get everyone warmed up. 





Go around the table one last time and ask each player to describe a highlight from 
the last time the imaginary viewing audience saw their wrestler. It could be a match, a 
promo, a backstage interaction, or anything else they want! The purpose of this is to get 
everyone thinking about what’s cool about their character, and to give you some con- 
text to work with when you book the show. 


FOURTH * Book The Show: 
N 


ow, call for a 10-minute break. It’s time for you to book the Episode. 


You decide now which segments are going to happen, which matches are scheduled on 
the card, and who’s BOOKED to win! Keep in mind that your plans will be swerved by the 
players actions and the results of Moves. Your booking is a spine for the Episode, not a 
straitjacket, so don’t get too detailed. 


Booking largely depends on the number of players. You will generally have to add some 
non-player wrestlers (NPWs) into the mix. Some suggestions: 


Æx 2wrestlers: If the characters are opposed Babyface and Heel, start by putting 
them in an ad-hoc tag-team match against an NPW team, then book a singles 
match between the two of them. If they’re the same Role, then book two sin- 
gles matches against NPWs, then a tag match against an opposed NPW team. 

* 3-4 wrestlers: Start with a singles match between a Babyface and a Heel, and 
then a tag-team match with the Babyfaces on one team and the Heels on the 
other, filling out the short team with an NPW if there’s only 3 players. Alter- 
nately, book a series of singles matches where the loser of the first match has to 
compete again, and then a main event between all the winners with something 
like a Championship shot or a winner’s purse on the line. 

* 5 wrestlers: Start with a singles match between a Babyface and a Heel, then a 
singles match between another wrestler and an NPW, then a four-player tag- 
team match for the main event. The player not involved in the tag match should 
be highlighted in the NPW match. Alternately, a big full-roster match like a 
Battle Royal (p. 87), or a 2-versus-3 handicap tag match for the main event. 

Æ 6+wrestlers: Start with a singles match between a Babyface and a Heel, then a 
tag-match putting the other four wrestlers on opposing teams. Then use one of 
the big matches (like a Battle Royal or a Regal Wrangle (p. 95)) to play out a 
match with the whole roster! 


BOOK the winners of each match with an eye towards drama, depending on the nature 
of the wrestlers. Is it more dramatic for the green-as-grass Babyface to win over the 
grizzled veteran Heel, or for the villainous veteran to demonstrate his experience by 
beating down the new meat to make a point? Make sure to use the relationships the 
wrestlers have developed through their Heat and Last Week contributions to drive your 
booking. When in doubt, BOOK the Heel to win (so the Babyface can chase them later, 
to create an ongoing feud). 


Book any other segments you want around the matches. Generally, put an interview 
segment before each match, so the wrestlers involved have a chance to Cut A PROMO 
before going in the ring. 
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FIFTH * Starting the Episode: 


Once you’ve booked the show and everyone’s warmed up and ready, it’s 
time to get rolling. 





Start with the first segment: a backstage interview with the contestants for the first 
match. You should name the interviewer, banter with the wrestlers, then stick the mic 
in one of their faces and ask, 


You’re scheduled to wrestle (their opponent), what are your thoughts?! 


When they answer, no matter what they say, they’ve made the Cut A Promo Move. The 
player rolls 2d6 and adds their +Look stat, then references the results chart under the 
Move description on the Basic Moves reference sheet (also on p. 244). This is a chance 
for wrestlers to start building Momentum (in addition to what they start with) or gain 
more Heat with their opponent. 


Give their opponent the mic to Cut A Promo as well, then go to the ring! 


DURING PLAY * Wrestling: 
Before each match, prompt each player to describe their wrestler’s 


entrance into the ring. 





If they do anything in particular to pump up or insult the crowd, make sure they make 
the Worx THE AUDIENCE or CHEAP HEAT Moves, as appropriate. Then, read or summarize 
the following. 


You'll both get a chance to show off in the ring. Wheever has control of the match 
narrates a sequence of wrestling moves (or holds, or strikes, or whatever you 
want) that culminates in an important, impressive or dangerous maneuver that 
advances the overall story of the match. That’s the “big spot.” When you get to 
that point, you’ll make the Wrestling Move. The control of the match might change 
then, or you might keep it, in which case you continue narrating the next sequence. 


Now, the person who isn’t in control can use the Interrupt Move to cut in and take 
control of the match! You can use other Moves as well, like Work The Audience. 
When the match is getting towards the end, | will reveal who I’ve already decided is 
winning the match, and then you work together to make that happen. If you want 
to swerve my booking, you can. This usually means you'll make the Break Kayfabe 
or Heel Move, or another on your sheet that’s appropriate. Wheever’s booked to 
win will also get to hit their Finishing Move at the end of the match. 


Before we get started, I’m going to hand this mic to another player. They'll play the 
ringside announcer during your match! Announcer, your job is to summarize and 
add whatever fun context you want for the imaginary viewing audience at home. 
In addition, you can Put Over each wrestler once per match by describing how 
awesome what they just did was. This means that their result on a Move bumps up 
one, from a Botch (6-) to a partial (7-9), or a partial to a full (10+) success. 

Hand the mic to whoever you want to be the Announcer for the match and get started! 
If there isn’t a free player, then you can play the Announcer, but you do not make the 
Put Over Move. It’s often clear from context who starts in control of the match, but if 
you need to make a call, go with the Babyface. 
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If the match is between a single player and an NPW, you narrate their reactions and any 
counters they may get, but the player is the only one who makes Moves or can be PuT 
Over by the Announcer. You never roll dice. 


If someone has narrative control but doesn’t seem to know what to do, introduce the 
One-Two-Three: 


Wrestling matches have beats to them, like any other story. You have control, so 
narrate a set-up move or your initial attack, and pick up the first die. Your oppo- 
nent responds—you have control, so you get to say if what they do actually hap- 
pens or how it works into your plan, but they have a chance to say what they’re 
doing too! Then narrate your reaction to their response, which may be a transi- 
tional move or something like a crowd-pleasing taunt, and pick up the second die. 
Ask for your opponent’s response. Now you’ve built up to the big spot! Narrate the 
cool, important or impressive move you do, and roll those dice you’re holding for 
the Wrestling Move! 


When the match feels like it’s winding down or gets to a natural end point, call for the 
end of the match and reveal who you have BOOKED to win. The player currently in con- 
trol of the match is responsible for narrating how they get to the BOOKED finish, but 
whoever’s BOOKED to win rolls for the FINISHING Move, even if they don’t have control of 
the match. If a player wants to change who wins, they have to use a Move (like the HEEL 
move or the Anti-Hero’s RULES? WHAT RULES?), or else they BREAK KAYFABE. 


DURING PLAY * Basic Rules: 
H 


ere are the things that are going to come up during your first Episode, 
and your first Match. 


MOMENTUM: Players can spend any amount of Momentum to add that 
amount to any roll, and they decide after the roll. If someone groans at the 
result of a roll, it’s a good time to ask them if they want to spend Momentum! 


GAINING HEAT: They gain +1 Audience whenever they wrestle someone 
they have +4 Heat with, win or lose. This is a good reason to take Heat when 
they can! 


AFTER THE MATCH: Post-match interviews, backstage confrontations and 
other fallout are all appropriate scenes to have after a match. Also, ask the 
players what they have mind when they head back to the locker room to 
inform your segments! 


THAT’S THE BASICS * Have Fun: 
T 


hat should get you through an Episode! Have a pre-match promo, play 
through a match, stage a post-match wrap-up, and repeat. 


Remember to be flexible and work in player agendas if they want to talk to a particular 
person, cut a certain kind of promo or otherwise put their wrestler in the spotlight in 
a way you haven't thought of. The Gimmick and reference sheets summarize the spe- 
cifics of each Move, but if you can’t find an answer for something that comes up there, 
reference the rules in this Chapter. 
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BUT WHAT IF... 


...everyone’s looking at me and I don’t know what to say? 


That’s when you make a Soft Move (listed on the Creative reference sheet, and 
p. 30). These are the things that happen all the time to make a wrestling show work. 
You should do your best to hook it into what’s going on, but it’s also fine to just drop in 
a new challenger when you need to move the action along. 


...the player Botches and the Move doesn’t say what happens? 


That’s when you make a Hard Move (listed on the Creative reference sheet, and 
p. 31). Hard Moves hit the performer, not the wrestling character. They are mostly 
things that happen behind the scenes that can actually impact their long-term career 
prospects. Most of the Basic Moves also give +1 Momentum on a Botch, reflecting how 
wrestlers can learn from their mistakes. 


... somebody gets injured? 


They tick off an Injury box, and then apply the conditions on their sheet whenever they 
make sense to do so. The chances of a wrestler getting injured enough to no longer be 
able to compete in one Episode are pretty slim, but even if they can’t compete, they can 
still appear in non-wrestling segments. 


...somebody gets an Advance? 


They can spend it immediately on anything listed on the top portion of the Advance- 
ment section on their sheet or save it to spend later. 


...one of the players hasn’t been on-screen for a long time? 


A couple ways to deal with it: make sure they get the Announcer mic during matches, 
remind them that they can interfere in matches using the RUN-IN Move, or bring them 
into the action by putting them in a non-wrestling role (like as a referee, ringside assis- 
tant or ad hoc interviewer). 


...1 feel like I’m dictating how the characters should act? 


Don’t mistake booking the show for being the only person to talk. Remind the players 
that there are always microphones and cameras available if they have something to 
say or do! After each segment, ask them if they have something they want to do before 
getting back to the booked show. Often, the first interview-match-interview sequence 
will feel a little artificial, and then once the players get a better hold on their wrestlers, 
they'll start seizing opportunities to bring in their own agendas. 


...someone does something that feels like we should roll dice, but doesn’t 
seem like it’s covered by a Move? 


It may be covered by the HEEL or BABYFACE Move. Are they being dastardly, or are they 
standing up for something they believe in? It may also just be something you can han- 
dle with roleplaying. Make Moves when they’re called for, but you don’t need to be roll- 
ing dice all the time if you’re enjoying chewing the scenery. 
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MAKING THE ROSTER 


CHAPTER THREE 


This Chapter details all of the elements that make up a wrestling character in this game. 
Your Gimmick sheet lists all the pertinent information you need in play, but this covers 
everything about your wrestler in depth. 





The complete text of each Gimmick sheet is collected in The Gimmicks (p. 211), and 
noted alongside each description below. The Gimmick sheets are available as free 
downloads from ndpdesign.com/wwwrpg. If you notice discrepancies between the 
downloadable sheets and this book, the download should be considered the correct 
version. To create your own Gimmick, check out Custom Gimmicks (p. 145). 


GIMMICKS 


The first step in making your wrestler is to pick your Gimmick. This describes a broad 
archetype in the wrestling world, which you then make your own on with your choice of 
look, general concept, and Moves. Your Gimmick is unique to your group— there may 
be many monstrously large wrestlers in your promotion but picking The Monster Gim- 
mick means you’re the most important one! Diversity in the roster is both more fun to 
play and more exciting for your imaginary viewing audience to watch. 


The Ace: You are the top star of your division, the face of the company. 
Consistently either holding the title or in contention for it, you’re 
under constant pressure to represent your promotion and take it 

to new heights. You also have the biggest target on your back for 
those who envy your spot. A babyface Ace is the face that runs the 
place, the wrestler who’s most publicly and popularly identified with 
the promotion. A heel Ace is smug and arrogant, doing everything in 
their power to stay at the top. 


xÆ Play the Ace if you want to be the star, have the spotlight constantly on you and 
have the power to keep it that way—as long as you can keep doing what you do 
best and putting butts in seats. 

Æ The Ace is best at showing off and tilting the odds to their favor. 


The Anointed: You’re the next big thing, whether the audience, and the 
other wrestlers, admit it or not. Someone backstage is putting all of 
their weight behind you. You just have to hold up your end in the 
ring. A babyface Anointed is the white meat hero who obeys all 

the rules and is just trying to do their best. A heel Anointed knows 
exactly how far they can push thing before suffering consequences 
for their poor sportsmanship and bad form, always stopping just short 
of that line. 


xx Play the Anointed if you want to have management at your back and have lots 
of screen time. You may need to rely on others to get you through your lack of 
in-ring experience. 

Æ The Anointed is best at talking and looking great, while bad at breaking kayfabe 
in a way that helps them. 
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CAREER GIMMICKS 


Some of the Gimmicks represent wrestlers who are far along in their careers or committed to.a.wres- 
tling niche. These “Career Gimmicks” have slightly higher starting Stats, narrower Gimmick Move 


choices and fewer options for changing Gimmicks as the result of Advances. All of the Gimmicks can 
co-exist in any combination on any given roster, but some players may wish to be aware of the dis- 
tinction, especially for a game that you plan to play over a full Season. The “Career Gimmicks” are: 
The Ace, The Clown, The Jobber, The Luminary, The Manager, and The Veteran. 





The Anti-Hero: You are the badass that everyone loves. Whether you’re 
sticking it to the Man or telling it like it is, the audience identifies with 
your non-conformity. How do you keep your rebellion from going 
too far? A babyface Anti-Hero is the people’s champion, representing 
the everyman’s rejection of the stultifying bullshit they have to put 
up with every day. A heel Anti-Hero is a nasty, conniving jerk, a selfish 
mercenary always looking for the maximum profit in any situation. 





*« Play the Anti-Hero if you want to struggle with management, use underhanded 
tactics to your own advantage, or walk the line of gaining and betraying the 
trust of others on the roster. 

* The Anti-Hero is best at blurring the line between kayfabe and legit and is gen- 
erally not as strong or sophisticated as others in the ring. 


The Call-Up: You’ve made a living on the road or in the minor leagues, 
honing your skills in relative obscurity. You’ve got a cult following 

and a lot of experience. Now, you have an opportunity to make 

your name on the big stage. Will you take it? A babyface Call-Up is a 
“smart fan” favorite who leverages their experience and passionate 
following to cement their spot on the roster. A heel Call-Up uses those 
who have invested in them as mere stepping stones, “going corporate” 
to embrace the opportunities of the big stage. 





* Play the Call-Up if you want to have great matches as you fight for backstage 
respect and to gain more recognition from fans and your peers. 

* The Call-Up has honed their ring skills through years and years on the road but 
may have to abandon their character or otherwise give in to the demands of 
those who hold the pencil to succeed. 


The Clown: You are the quintessential entertainer. You bring comedy to 
the ring and grease the wheels backstage. You may not have many 
Championships, but you move a lot of merch and you always get a 
pop from the crowd. Is that enough for you? A babyface Clown is a 
true crowd-pleaser, leaning in to the goofy and irreverent to keep 
the fans happy. A heel Clown is an overblown buffoon, always the 
butt of the joke even as they undermine the credibility of more serious 
competitors. 





> Play the Clown if you want to lean into the carnival roots of wrestling and play a 
critical support role that leavens the intensity of ongoing storylines with humor. 

Æ The Clown is better at interacting with the crowd than necessarily holding their 
own in the ring. 
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The Fighter: You have a legitimate fighting background or you’re a nat- 
ural-born hardass who’s found somewhere to get paid to scrap. You 
know how to hurt people for real when you want to. This company 
is getting what it wants from you, but how long will you get what 
you want from them? A babyface Fighter demands respect for their 
skills and respects the abilities of others. A heel Fighter takes unfair 
advantage with their legit superior fighting ability to get ahead. 





Æx Play the Fighter if you want to demonstrate superior combat sport skills and 
keep your opponents guessing as to how “legit” you’re going to make a fight. 
You can get away with hurting people, if you want to. 

* The Fighter is best at blurring the line between what their character does 
for show and what the performer can actually do; they aren’t as good at the 
crowd-pleasing aspect of the business. 


The Hardcore: You're not the best in the ring or the best looking, but you 


shed. Some in the business look down on you, but you’re a legend 
in the making for your diehard fans. How long can that fact be 
ignored? A babyface Hardcore invites the audience to live vicar- 
iously through both their painful triumphs and bloody defeats. A 
heel Hardcore engages in wanton violence far, far beyond what a situ- 
ation calls for, leaving bodies and even careers in their wake. 





* Play the Hardcore if you want to bring the pain, gain popularity by sacrificing 
your physical well-being, and make others nervous about whether you’re going 
to hurt them. 

* The Hardcore is compelling because of their self-created mystique, because 
they have little regard for their own physical safety, or sometimes both. The 
Hardcore is generally not good at technical wrestling. 


The Jobber: You’re a nobody to the fans, but critical to the franchise: 
you're here to lose so that your opponents look great. You aren't 
famous, but you’re key to making others popular. It’s taken for 
granted that you'll always be there to do the job. Is that enough for 
you? A babyface Jobber is sympathetic, just trying to do their best 
and always getting the short end of the stick. A heel Jobber is bitter 
and vengeful, angry about not being good enough 
and always having that shoved in their face. 





DOING THE JOB 
x Play the Jobber if you want to be a go-to support The Jobber is always BOOKED to lose 
character, make others look great, and really | E estan (Ns =) vere) fey 
work hard to transcend your role. this can be swerved by the events 

Æ The Jobber is generally one of the better wres- JAA UKT luz E 
. l . , Jobber is in how you make the other 

tlers in the company, with great job security, but EEA I eok eoodand ned aao 
they're not trusted to talk or carry a storyline on | Ve A ET EE EEE 


their own. around your utility role. 
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The Luchador: You are an iconic Lucha Libre competitor. Whether 
born into the business or donning the mask out of love for the sport, 
you represent the unique culture of Mexican wrestling. What does 

it mean to carry that responsibility with you? A técnico Luchador 
embodies technical skill and respect for tradition. A rudo Luchador 
only cares about themselves. 





xx Play the Luchador if you want to embody the culture of Lucha Libre and have 
exciting matches, especially if you want to be a tag team star. 

Æ The Luchador is best at thrilling the crowd but isn’t as strong as the real mon- 
sters in the company or as good on the mic as the high-profile talkers. 

Æx Lucha Libre Roles: Any wrestler established as studying Lucha Libre can replace 
BABYFACE/HEEL with TECNICOo/RUDO whenever they could take an Advanced Role 
with an Advance. From then on, they switch between these Roles instead of 
BABYFACE/HEEL, unless they abandon the path of Lucha Libre (in which case they 
go back to taking BABYFACE and HEEL Roles). See more about Roles on p. 66. 


The Luminary: You started in the ring but are now legitimately more famous 
for your appearances in other media than your wrestling career. Now older 
and slower, you have real emotional and financial investment behind 
you. Is it possible to keep your broad appeal or have you peaked? A 
babyface Luminary is famous for what they’ve done outside of ring 
and are always concerned with maintaining their personal “brand” 
and the following that comes with it. A heel Luminary draws boos 
because they’ve left the world of wrestling behind, using that to their 
advantage to get what they want out of their time back in the squared circle. 





* Play the Luminary if you like the idea of cross-promoting and being inspired by 
other media and entertainment genres for the character. 

* The Luminary is best at telling their own story and putting on a great show 
for the fans, but they lean on the full-time wrestlers to carry them through 
matches. 


The Manager: You’re the sizzle on the steak. You don’t compete, but 
you have charisma, the talk, the walk, and the ideas to keep your cli- 
ent in the spotlight—in and out of the ring. Are you satisfied making 

others popular? A babyface Manager always stands with their client, 
shields them from harm, and gives the audience the entertainment 

they want. A heel Manager is an outspoken ass, cheats whenever they 
think they'll get away with it, and always stacks the odds in their client’s favor. 





Æx Play the Manager if you want to be in the spotlight but not in the ring, work 
closely with other wrestlers, and be on the hook for failures that may not be 
under your control. 

Æx The Manager is hot garbage in the ring, but great on the mic and can easily have 
creative power behind the scenes. 
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The Monster: You’re physically enormous and intimidating. You may have 
a supernatural edge or simply be mean—either way, you make people 
nervous, in and out of the ring. You carry a proud wrestling tradition 
on your freakishly broad shoulders. Is that all you are? A babyface 
Monster is purely impressive, allowing the audience to live vicari- 
ously through their strength. A heel Monster is a malevolent beast 
who intimidates audience and opponent alike. 





> Play the Monster if you want to be the center of attention and battle 
with the preconception that you can only do one thing well. 

Æx The Monster is a one-trick pony, but your prodigious strength can carry you 
through an entire Season. 


The Provocateur: You're the sui generis, the strange one, the weirdo. 
Whether you’ve been saddled with this role or you’ve sought it out, 
you’re great at pushing boundaries. But will you go too far? A baby- 
face Provocateur awes the crowd with their outlandish presen- 
tation, while a heel Provocateur pushes social norms or a specific 
issue right to the edge of palatability in order to get a reaction. 


xÆ Play the Provocateur if you want to let your imagination run wild as 
part of the character, or if you have a specific issue or agenda that you want to 
examine in play through the lens of your wrestler. 

* The Provocateur relies heavily on presentation and dramatic framing and is bet- 
ter at telling long-term stories than putting on a classic in the ring. 


The Technician: Whether you were an amateur sensation or a workhorse in 
the minor leagues, you have all the skills. Your wrestling ability stands 
out, but you’re continually fighting the perception you only have 
one dimension to you. Do you? A babyface Technician is humble 
on the mic but lets their talent speak for itself in the ring. A heel 
Technician uses their superior knowledge of wrestling to make up 
for their lack of ability on the stick, making it clear that they’re taking 
advantage whenever they can. 





xæ Play the Technician if you want to show off technical excellence, battle your way 
into the spotlight, and have others ignore you until they need your help. 

Æ The Technician is great in the ring but has almost no presence on the mic; get- 
ting fans is an uphill battle. 


The Veteran: You are an established name. You work every night, whether to 
help out the new blood or to keep a lock on your position on the card. 
You have a dedicated fan base, and you’re ready to create an endur- 
ing legacy. A babyface Veteran is an old favorite the audience holds 
warmly in their hearts. A heel Veteran has abandoned the fans as 
they see their best days slipping away, vengefully lashing out to pre- 
serve something of their former glory. 





xx Play the Veteran if you want to be instrumental to getting others’ careers off the 
ground, show off your experience in the business, and find a way to gracefully 
exit that doesn’t destroy your legacy. 

> The Veteran is a generalist with good all-around skills and a lot of discretionary 
ability to help or hurt other wrestlers, but has few advancement options. 
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FUNDAMENTALS 


All wrestlers are described by: 


* * * 


* HH 


Now Making Their Way To The Ring: Your wrestler’s name, visual presentation, 
theme, and overall concept. All of this is up to you. 

Hailing From: Options for your wrestler’s hometown or current residence that 
thematically support that archetype, or you can pick your own. 

Entrance: Pptions for your wrestler’s ring entrance that thematically support 
that archetype, or you can describe your own. 

Stats: The four key descriptive qualities of your wrestler, ranging from -2 (the 
worst) to +3 (the best). The Stats are: Body, Look, Real, and Work. You have a 
starting statline and then an instruction for customizing it. 

Role: Whether you’re a Babyface or Heel. 

Wants: Your wrestler’s desires or goals. Pick one to start, it can change in play. 
Heat: A positive number representing the entertainment value to the audience 
of your character’s relationship with another wrestler. Ranges from 0 to +4. 
Momentum: A positive number that represents your wrestlers ever-shift- 
ing intangibles and energy. You start with Momentum based on your current 
Audience. You spend Momentum for bonuses on die rolls. There is no limit on 
Momentum, but you lose any you haven't spent at the end of each Episode. 


Moves: Specific archetypal actions or circumstances that only your wrestler has 
access to. You have some Moves automatically (already checked on your sheet), 
then you pick some Moves as the sheet directs. 

Injury: A set of boxes to check when your wrestler gets injured. Certain options 
become available (or closed off) to represent how you’re handled by the com- 
pany while you recover. Injury doesn’t take you out of play, but it might keep 
you out of the ring for a short time. 

Audience: A positive number representing your wrestler’s popularity and how 
much the imaginary viewing audience wants to see them. Audience ranges 
from O to +4, and then maxes out at the Top Spot, which can only be occupied 
by one wrestler at a time. If you have 0O Audience you’re at risk being fired. 
Advancement: Certain thresholds you hit in play give you Advances. You can 
spend Advances to raise your Stats or Audience, gain new Moves, gain a Man- 
ager, change Gimmick, and other things that reflect your increasing value to 
the company. Each Gimmick has a customized list of what gives that archetype 
Advances, and then a menu of options for spending them. 


Your choice of Gimmick determines starting values for all of these things, and describes 
additional choices you may have to make. Each sheet details the specific choices you 
need to make for each section. 


NOW MAKING THEIR WAY TO THE RING 

Your wrestlers name, nickname, overall look and presentation, and general theme is 
up to you. Most wrestlers have a ring name separate from their “government” name, 
you can come up with both or just go with what the fans call you. If you have ideas for 
your ring gear, physical appearance, or production details about how you make your 
entrances, note those as well. 
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THE HARDCORE 


You're not the best in the ring or the best looking, but you know how to get a pop through 
naked aggression and rampant bloodshed. Some in the business look down on you, but 
you're a legend in the making for your diehard fans. How long can that fact be ignored? 


HEAT 


When you debut your wrestler, generate Heat 
with your competition. Ask 1 question per other 
player. When answered, gain +1 Heat with that 
player’s wrestler. 

i Who is jealous of my devoted fan base? 
me 


i Who is willing to make me bleed? 
me 


m Who has returned from an injury | gave them? 


me 


i Who can take everything | can dish out? 
m 


NOW MAKING THEIR WAY TO THE RING 





=== HAILING FROM 


O Peoria, Illinois 

O Truth or Consequences, New Mexico 
O Union City, New Jersey 

O Elsewhere: 





O Raucous & Aggressive 
O Ironic & Jokey 

O Sudden & Loud 

O Something Else: 








CHOOSE YOUR ROLE 
O Babyface VS Heel O 


You are a hero You are a villain 








Start with +1 Heat with wrestlers of the 
opposite Role. 


You can use the Move of the same 
name by spending 2 Momentum. 


WANTS 


When you deliberately act against 
your role, it’s a Face Turn or a Heel 
Turn. Switch Roles, and gain +1 Heat 
with who you turn on (or away from). | and pick a new Want. 
O Join a Group! 

O Revenge! 

O Domination! 





ENTRANCE === 


0Z02-Z1L payopdn | Bdimmm/wo2ubisapdpu 


Pick the desire that most drives 
you. When you have a match that 
satisfies your Want, take an Advance 


O A Championship Title! 


O Adulation of the Crowd! 
O Raise the Bar for Violence! 


You can also change Wants anytime 
(without taking an Advance). 








YOU HAVE HEAT WITH 





ROLL +HEAT FOR: RUN-IN, WRESTLING 





When you wrestle someone you have +4 Heat with, gain +1 Audience. If you don’t cross paths with someone in an Episode, lose -1 Heat. 












































YOUR MOVES 


XX) FINISHING MOVE: When you're BOOKED to win a match, roll 2d6. 
Ona 10+, you hit your Finisher clean (or bloody). Choose whether 
you or your opponent gains +1 Audience. 
On a 7-9, they make you work for it, choose one: 
m They stand up to your assault Ona Botch, you still get 
before going down (you both gain the win, but choose one: 
+1 Momentum). mè It looks bad (you lose -1 
m Sacrifice your body to make it Audience). 
happen, take an injury (and you m You go too hard (you 
gain +1 Heat with them). injure your opponent). 


KI TABLES AND LADDERS AND CHAIRS, OH MY: Spend 1 Momentum 
to add the HARDCORE Stipulation Move to any match you’re booked 
in: no disqualification, no count outs, and weapons allowed. 

PICK | 
C HIGH PAIN TOLERANCE: You can take it. Take +7 Body (Max +3) 


© WHAT A WEIRDO: You have sideshow charisma! Take +1 Look 
(Max +3) 


C MASTER OF HARDCORE: You know how to bleed right. When 
you're in a Hardcore Match, and you would take an injury, roll 
+Body. Ona 10+, you and your opponent both gain +1 Momentum. 
On a7-9, you choose who gains On a Botch, it’s legit, check 
+1 Momentum. an Injury box. 


C RED MEANS GREEN: When you're covered in blood, substitute 
+Look for any other stat. 

C ARE YOU NOT ENTERTAINED: When you suffer gross injury, 
endure humiliation or go down in the face of overwhelming odds, 
roll +Real. On a 10+ gain +1 Momentum and pick 1, ona 7-9 pick 1: 
mè Gain +1 Audience. On a Botch, they are 

mè Creative books you a revenge not entertained, lose -1 









































match. Audience (and gain +1 
m Gain +1 Heat with your opponent. Momentum). 
mE 

BODY LOOK REAL WORK 


INJURY 


When you get injured, check an Injury box, and gain +1 Heat with 
the wrestler you were working with. 


INJURY | | | | | |_| | | 


When you spend an Advance, you can erase a check. If you 
have 4 checks, you can no longer compete. 





ADVANCEMENT 
GAIN AN ADVANCE WHEN: 
im Your Audience falls to 0 the first time in an Episode 
im You take the Top Spot 
im You take multiple injuries and still finish the match 
im You satisfy your Want (and pick a new one) 


You can spend Advances immediately, or bank them and 
spend them when you'd like. 

BANKED ADVANCES 
SPEND AN ADVANCE TO: 
O Gain +1 Audience 
O Pick another Move (from this Gimmick or any other, 
including a Move that increases a Stat) 
O Pick another Move (from this Gimmick or any other, 
including a Move that increases a Stat) 
O Create a custom Move for this wrestler 
O Gain a NPW Manager, Valet or Enforcer 
O Form a Dedicated Tag Team 


m Choose whether or not to erase an Injury check every 
time you spend an Advance. 


And once you’ve picked 3 of those: 





O Transcend. Take an Advanced Role Option. 

O Create a new wrestler to play (instead of, or alongside, 
this one). They debut in the next Episode. 

O Repackage. Pick an NPW to play for the next Episode. 
Then return this wrestler with a new Gimmick (cannot 
pick Anointed, Call-Up, Jobber or Technician). Erase 
all Injury checks. 





O Retire this wrestler from the business. You can make 
a new one, or take over an NPW to continue playing. 
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HAILING FROM AND ENTRANCE 

Pick where your wrestler hails from and what their entrance is like. The options on 
the sheet are meant to be inspirational, not definitional—you are free to pick or create 
something else if you’d like. Like your name, your hailing from usually isn’t actually 
where you’re from, but you should use location to imply your character. The bleached 
blonde movie star coming from Hollywood makes sense, while Kill Devil Hills gives an 
edge to a bad-tempered brawler. And, of course, there’s a long tradition of wrestlers 
from Parts Unknown, for the mysterious, uncanny, or those stuck for an idea. 


STATS 

Your wrestler has four Stats: 
Look, Body, Real and Work. 
Each Stat is given a number 
between -2 and +3. Most char- [KA 
acters start with scores between iv CHOOSE YOUR ROLE 
-2 and +2. Your Stats describe Se ae 


your characters core capacities ae Start with +1 Heat with wrestlers of the 
j ite Role. 
to wrestle professionally. apposite Role 











Æ Body: Your physical strength, conditioning, and athletic ability. Body is most 
important for you if you want to enjoy physical dominance over other wrestlers 
and shine in the ring due to your physical prowess. 

Æ Look: Your charisma, “it” factor and ability to inhabit your character and get the 
fans interested in your story. Look is most important for you if you want to cut 
exciting promos and create a memorable character for the fans to follow. 

Æ Real: Your ability to “break the fourth wall,” bring in real-world concerns, and 
blend legit issues with your storyline conflicts. Real is most important for you 
if you want to blur the line between character and performer and captivate the 
audience with your actual personality. 

Æ Work: Your ability to tell a story in the ring, execute moves correctly, and make 
others look good as you show off your own skill. Work is most important for 
you if you want to build your reputation on five-star matches and mastery of 
the artform. 


Your Gimmick will give you initial scores under the line that reads “You start with...” 
and then an instruction for personalization by adding or subtracting from those scores. 


When a Move tells you to roll +Stat, that means to roll 2d6, add or subtract the Stat 
number, and then look to the results of the Move based on the total you just rolled. 
If your total is a 6 or less it’s a Botch, if it’s a 7-9 it’s a partial hit, and a 10+ is a full hit. 


WANTS 
Your wrestler has something they want. This can be a lifelong ambi- WANTS 
tion or something you take on as the needs of your current feud | pick the desire that most drives 


you. When you have a match that 


dictate, but when in doubt your Want is something you can pursue _ | satisfies your Want, take an Advance 


: . . . d picl Want. 
in order to create and develop your storylines. Each Gimmick shares | "5 A championship Title! 


a number of Wants, and then each has a unique Want thematic to | 5 prov" 


i i C Domination! 
that archetype. Pick whichever Want speaks to you to get started. aye 


O Raise the Bar for Violence! 


Your Want can only be fulfilled through a wrestling match that, well, | you can also change Wants anytime 
gets you what you Want. When you do fulfill your Want as the result | “out taking an Advance) 
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of a match, win or lose, you gain an Advance (and pick a new Want). You can also change 
Want whenever it feels appropriate to do so. This doesn’t gain or lose you anything, it’s 
just that you have flexibility to shift what you Want as things change. 


ROLE 


Choose whether you’re starting as a Babyface (good guy) or a Heel | ane ve ero 
(bad guy). Each Role gives you access to the Role Move of the same Youareahero You area villain 


Start with +1 Heat with wrestlers of the 


name. You can transition from one to the other (called making a Face || opposite role. 
Turn or a Heel Turn) during the game whenever you narrate how your |) “gcn use the Move of the same 


name by spending 2 Momentum. 
character breaks with their current Role and embraces their new one. || When you deliberately act against 
your role, it’s a Face Turn or a Heel 
Turn. Switch Roles, and gain +1 Heat 
with who you turn on (or away from). 


CHOOSE YOUR ROLE 








Most feuds are between babyfaces and heels. Those roles can be 
defined many different ways. Here’s how I’ve chosen to do it in this 
game: Babyfaces stand up for things they believe in, while Heels do iidernanded things 
to get what they want. This doesn’t mean that a babyface has to believe in something 
honorable or wholesome per se, but they do believe in something and take action to 
stand up for it. Similarly, a heel can have a perfectly understandable goal, but it’s the 
willingness to break the rules (letter or spirit) that makes them a villain. 





When you make your choice of Role, ask yourself what it is you do to make the audi- 
ence cheer you (if you’re a Babyface) or boo you (if you’re a Heel). Roles are defined by 
the audience response to your actions as much as the actions themselves—why do they 
want to see you succeed, or see you finally get your comeuppance? 


There are also three Advanced Roles, which you can only take later in your character’s 
career (see Advancement (p. 55)). Advanced Roles are for wrestlers who transcend 
the basic good/bad division and represent something more within the company. 


THE ADVANCED ROLES ARE: 

* Celebrity: You are what wrestling means to the wider world. Celebrity wrestlers 
bring the fame of their non-wrestling careers back to the promotion, giving 
them pull with management to shape their own storylines. 

XÆ Icon: You’re the personification of what wrestlers want to be. Iconic wrestlers 
make even the most difficult maneuvers look easy and can work with anyone to 
make the fans go wild. 

Legend: You’re legendary, an inspiration to the fans. Legendary wrestlers are 
always popular and reflect that glory onto anyone they work with. 

Lucha Libre: If you are playing a wrestler who's been studying Lucha Libre, you 
now can use Técnico and Rupo in the same way as the Luchador. 


JIJLSOY FHL ONIIVW 


Advanced Roles build on top of the basic Roles, giving you an additional option to add 
to your base BABYFACE or HEEL Move. Advanced Roles stay with you through your Baby- 
face and Heel turns. See more about those Moves on p. 66. 


LUCHA LIBRE ROLES 


Luchadores use the Lucha Libre roles of TECNICO and RUDO instead of BABYFACE and HEEL. They gen- 
erally are interchangeable in the rules (that is, anything that refers to Heels also applies to Rudos, etc), 


but these Roles add an additional option to the basic BABYFACE or HEEL Move, giving practitioners of 
Lucha Libre an expanded menu of options when embodying their role in play. See Role Moves (p. 66) 
for more. For more on how técnicos and rudos differ in the context of Lucha Libre, see the essays 
Lucha Libre (p. 175) and Héroes y Mas (p. 178). 
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HEAT—-STARTING HEAT 
Heat is a number ranging from 0 to +4, representing 
how much your relationship with another wrestler HEAT 

; : When you debut your wrestler, generate Heat 
gets an audience response. You could have high Heat | with your competition, Ask1 question per other 
with both your tag team partner and your bitter rival, | Player When answered, gain +1 Heat with that 


player’s wrestler. 


as long as those relationships are entertaining. æ Who ig jealous or mydevoted fanbase? 


> 


When you make your roster for the first time as a 
group, you ask some or all of the questions on your | w 

Gimmick sheet to generate backstory for your wres- | w Who has returned from an injury | gave them? 
tlers and establish starting Heat. Write down the other |" 
wrestlers’ names on your sheet and start their Heat at |" PA EATEN itewaav etna 
0. On your turn, select a number of questions equal to PT eT ET 

the other players and ask each in turn. Another player r_| oe 
volunteers to answer each question, and you take +1 
Heat with those wrestlers. Players may volunteer to answer multiple questions, if it 
feels like your two wrestlers have a particularly entangled past. So, you may build up 
more initial Heat with some characters than others for the beginning of the game. 


”* Who is willing to make me bleed? 

















If you’re playing with only two wrestlers, you each pick a single question. Since they 
have to answer whatever you ask (as opposed to volunteering) you can throw out a cou- 
ple of your options for discussion if you want to settle on something together. 


If you’re playing with more than five wrestlers, ask all four questions and then move on. 
Some won't have much Heat with one another, which is fine. 


Once all the questions have been answered, all Babyfaces take +1 Heat with all Heels 
and vice versa. Heat is not symmetric—depending on who answers whose questions, 
your wrestler may not have the same amount of Heat with another wrestler that they 
have with you. 


If you’re joining a game in progress, you write down the other wrestlers’ names on 
your sheet and ask your questions, but they won’t ask you questions (since they’ve 
already established their relationships and backstory). They do write down your wres- 
tler’s name, and you all apply the Role adjustment. You'll start the Episode with more 
Heat with the established characters than they have with you—this is fine, you have 
something to prove! 


HEAT—DURING PLAY 

Sometimes a Move will ask you to roll +Heat with another character, in which case you 
add it to the 2d6 roll like any other Stat. Many Move results tell you to gain or lose Heat 
with a character. You can never have more than +4 or less than O Heat with someone, 
so if a Move result would push you past one of those thresholds simply ignore it (and 
you should pick another option if one is available). You can have Heat with NPWs. Write 
the NPW’s name down on your sheet when it comes up and start their Heat at +1 before 
applying the Move result, if applicable. 


Heat is an important part of your wrestler’s popularity, as the imaginary viewing audi- 
ence pays the most attention to the wrestlers with the most exciting feuds. If you finish 
a match and have +4 Heat with your opponent, you gain +1 Audience immediately, 
regardless of who gets the win! If you have +4 Heat with more than one opponent in 
a multi-opponent match, you still gain only +1 Audience. If multiple wrestlers have +4 
Heat with each other, they all gain their +1 Audience simultaneously. 
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HEAT-—COOLING OFF 

At the end of each session, check to see if you interacted with everyone on your Heat 
list. If you didn’t cross paths with someone on camera in the Episode, lose -1 Heat 
with them. This happens if you had no matches with them, cut no promos on them and 
wasn’t the subject of their promo, and didn’t share any vignettes or other scenes with 
them. If you’re in doubt, ask the other players whether they think you interacted or not, 
and go with the overall sense of the table. This represents that when a pairing is out of 


the audience’s sight for too long, they stop being as invested in that rivalry. 


AUDIENCE 


Audience tracks how popular you are with the imaginary view- 


AUDIENCE 


This is how popular you are with the crowd! 


YOU START AND RESET TO AUDIENCE +1 


ing audience. Are you a major draw, middle of the card, or on | g2j, 7 Gainan Advance. Anyone you knock out of 


your way out? Each Gimmick starts the game with a specific 
Audience. In a Season of play there are times you'll reset to 
that starting Audience score as well. This score is noted on your 
sheet as “You start and reset to Audience (score).” 


Audience ranges from 0 to +4, then tops out with the Top Spot. 





Top Spot: You are the hottest wrestler in the promotion. 


the Top Spot resets their Audience. Make 
the OVER Move at the top of each Episode! 


Start each Episode with 2 Momentum. 
Start each Episode with 2 Momentum. 
Start each Episode with 1 Momentum. 
Start each Episode with 1 Momentum. 


Gain an Advance. If you have 0 at the 
end of an Episode, you’re fired! 


ROLL +AUDIENCE FOR: WORK THE AUDIENCE, PLAY POLITICS 


Gain an Advance when you hit the Top Spot. Anyone you 
knock out of the Top Spot resets their Audience. When you’re in the Top Spot 
at the beginning of an Episode, make the Over Move. 


Audience +4: You’re who they came to see. Start each episode with 2 
Momentum. 


Audience +3: You’re hot! Start each episode with 2 Momentum. 
Audience +2: You matter. Start the episode with 1 Momentum. 
Audience +1: You’re present. Start the episode with 1 Momentum. 


Audience 0: You’re on the way out. Gain an Advance the first time you hit 0 
Audience in an Episode. If you have 0 Audience at the end of an Episode, you 
are fired! If you wish to continue playing you should make a new wrestler or 
talk to Creative about taking over an existing NPW as your new character. 


During an Episode, whenever you roll +Audience, add your current score to the roll 
like any other Stat. Audience goes up and down during the Episode depending on your 
booking, how you roll and the decisions you make. 


When you have +4 Audience and you gain another Audience, you take the Top Spot. 
Any other wrestler currently in the Top Spot resets their Audience and faces an uphill 
climb to get their spot back—this is called being knocked out of the Top Spot. There can 
only be one wrestler in the Top Spot at a time, unless more than one wrestler attains 
it simultaneously (most often, when two wrestlers at +4 Audience who also have +4 
Heat with each other wrestle a match). In this case, they share the Top Spot and can 
each make the Over Move. Once someone else takes the Top Spot, it will knock both 
of them out of it. 


When you’re in the Top Spot at the beginning of an Episode, you make the Over Move 
(p. 64). This Move is only ever made by players in the Top Spot. You make it before 
the Episode goes on air and can “save” the results for later in the show. 
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GETTING FIRED 


If you’re not doing well and you hit O Audience, you're in danger of being fired. Take an 
Advance, which you can spend immediately to try and save yourself, or bank to spend 
on something ostentatious on your way out the door. If you happen to hit 0, then gain 
Audience and then fall to 0 again in the same Episode, you do not take another Advance. 


When you’re at O Audience at the end of an Episode, the audience has lost interest in 
your character, Creative no longer has anything for you, and your wrestler is legit fired. 
If you intend to keep playing, you can make a new character or take over an NPW wres- 
tler as your own. If you hit O right at the end of the session and want to keep playing this 
character, you must spend your Advance on the Gain +1 Audience Advancement option 
right away—if you still have it available. 


MOVES 


Moves are signature skills that give your wrestler 
YOUR MOVES 
X) FINISHING MOVE: When you’re BOOKED to win a match, roll 2d6. 


unique possibilities in play. You have some Moves 
automatically, based on your Gimmick. You also have | jonvncrrcomonentysine st Audience ose whether 


On a7-9, they make you work for it, choose one: 


the option to pick another Move or two. Pick whatever | im they stand up to your assault Ona Botch, you still get 
A è ; Sas before going down (you both gain the win, but choose one: 
you think is cool! You'll have opportunities to get more +1 Momentum) m tt looks bad (you lose -1 
; : : mè Sacrifice your body to make it Audience). 
aS you galin Advances. All Gimmicks have a FINISHING a nee you m» You go too hard (you 
, : : gain +1 Heat with them). injure your opponent). 
Move (or equivalent), which is the Move you make | ga TaBLes AND LADDERS AND CHAIRS, OH MY: Spend 1 Momentum 
à ; ; to add the HARDCORE Stipulation Move to any match you’re booked 
when you re BOOKED to win a match. You should gIve in: no disqualification, no count outs, and weapons allowed. 
: r ; . . PICK | 
your special finishing wrestling maneuver a thematic | D HIGH PAIN TOLERANCE: You can take it. Take +1 Body (Max +3) 
a C WHAT A WEIRDO: You have sideshow charisma! Take +1 Look 
name, but you will roll on your FINISHING MOVE from | max+3 
. . . . C MASTER OF HARDCORE: You know how to bleed right. When 
your Gimmick no matter what kind of victory you end | youre ina Hardcore Match, and you would take an injury, roll 
. g +Body. On a 10+, you and your opponent both gain +1 Momentum. 
up na rrating Ina match. On a/7-9, you choose who gains Ona Botch, it’s legit, check 


+1 Momentum. an Injury box. 

















Most Moves will tell you to roll +Stat, which just C) RED MEANS GREEN: When you’re covered in blood, substitute 


+Look for any other stat. 


means roll 2d6 and add your relevant Stat, comparing | T ARE YOU NOT ENTERTAINED: When you suffer gross injury 


endure humiliation or go down in the face of overwhelming odds, 


your result to the Move’s outcomes. Some Moves are roll +Real. Ona 10+ gain +1 Momentum and pick 1, on a 7-9 pick 1: 


m Gain +1 Audience. On a Botch, they are 


contingent on something happening, ask you to spend | ™ Creative books you a revenge Rovermerealnes ee 


Momentum, or have other triggers. For everything e 
about Moves, see Chapter Four: Moves (p. 59). 


MOMENTUM 

Momentum represents your energy and the potential for you to do well on any given 
night. You start each Episode with 1 or 2 Momentum, depending on your current Audi- 
ence, and many Moves give you the option to gain Momentum during play, especially 
on Botches. This represents how you learn from failure, whether it’s to do better at the 
same thing next time, or to change up your approach to find something more effective. 





Momentum). 





Spend Momentum to add a bonus to a roll equal to the amount you spend. You 
choose to spend after you make the roll. You can spend any amount, though hitting 
a 10 on any particular roll is usually the best you can do, so there’s no reason to spend 
more than would get you to that threshold. The exception is if you’re playing with 
Mythic Moments (p. 130), which ask you to spend all of your Momentum to achieve. 


Sometimes a Move will call for you to give someone Momentum or take Momentum 
from them, which is what it sounds like—you lose 1 and they gain 1, or vice versa. If 
called upon to do this and you have none, you simply stay at 0. There’s no negative 
Momentum. They still gain 1 Momentum, even if you have none. Finally, if you’re sup- 
posed to give Momentum to a NPW, you just lose 1, it doesn’t go to anyone. 
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When you wrestle a match, Momentum helps because it’s the only bonus you'll poten- 
tially have to spend on your Finishing Move, in addition to generally helping you out if 
you roll poorly. 


You lose all unspent Momentum at the end of each Episode. Spend it! 


INJURY 

You can get injured as the result of some Moves, both 
your own and those of your opponents. Creative can also 
inflict injury upon you when it’s the obvious outcome of a 
sequence of events, usually in a match or as the result of a 
Botch. You have a number of Injury boxes on your sheet; 
whenever you’re injured, check one off. Your Gimmick has a condition that activates or 
triggers when you’re injured; as long as you have at least one Injury check, you play 
with those conditions in effect. 


INJURY 


the wrestler you were working with. 


INJURY | | | | | | | | | 


have 4 checks, you can no longer compete. 


When you’ve checked off all of your Injury boxes, you can no longer compete. Cre- 
ative can no longer book you in matches at all. If you want to get into a match, you’re 
going against company policy; this generally means you have to make the BREAK Kay- 
FABE Move. You can still appear in non-wrestling segments, cut promos and interfere in 
other wrestler’s business, of course. 


You can erase an Injury check whenever you spend an Advance, in addition to the 
Advance effect. This is entirely your choice—if you’re enjoying playing with your Injury 
condition in effect, you can choose not to erase a check. Some Gimmick Moves may 
also allow you to erase Injury checks. The only other way to get rid of Injury checks is 
when you take the Repackage Advance, taking an Episode off and returning with a new 
Gimmick. Upon your return, you erase all checks and return to the ring uninjured. This 
is not a choice; your wrestler always heals up when they change Gimmick. 


ADVANCEMENT 


Over the course of your career, your wrestler will grow and 
change. Advancement comes from having rivalries, get- 
ting the audience behind you, and closing out storylines. 
Whenever your wrestler hits certain thresholds, you take 
an Advance. You can spend Advances whenever you want 
to gain one of the effects listed on your sheet. 


ADVANCEMENT 


GAIN AN ADVANCE WHEN: 


i You take the Top Spot 
i You take multiple injuries and still finish the match 


mè You satisfy your Want (and pick a new one) 


spend them when you'd like. 


SPEND AN ADVANCE TO: 





O Gain +1 Audience 
GAIN AN ADVANCE WHEN: E 
s r . i CJ Pick another Move (from this Gimmick or any other, 
> The first time your Audience falls to O In an Episode. B ED ET T m 
O Create a custom Move for this wrestler 
> You ta ke the Top Spot. O Gain a NPW Manager, Valet or Enforcer 
: ; C Form a Dedicated Tag Team 
Æx You satisfy your Want (and then pick a new one). = Choose whether or not to erase an Injury check every 
: , : . . time you spend an Advance. 
XÆ Each Gimmick has a fourth unique thematic trigger. | And once you've picked 3 of those: 


O Transcend. Take an Advanced Role Option. 


When you spend an Advance, you can erase a check. If you 


i Your Audience falls to 0 the first time in an Episode 


You can spend Advances immediately, or bank them and 


BANKED ADVANCES 


For example, the Anointed gains an Advance when 
you “win a big match all on your own,” while the 
Hardcore gains an Advance when you “take multi- 
ple injuries and still finish the match.” 


You gain an Advance for each trigger as you hit it, so if you 


O Create a new wrestler to play (instead of, or alongside, 
this one). They debut in the next Episode. 





O Repackage. Pick an NPW to play for the next Episode. 
Then return this wrestler with a new Gimmick (cannot 
pick Anointed, Call-Up, Jobber or Technician). Erase 
all Injury checks. 

O Retire this wrestler from the business. You can make 

a new one, or take over an NPW to continue playing. 


(for example) take the Top Spot while also satisfying your Want in a match, you'd gain 
two Advances at that time. You can bank as many Advances as you want before spend- 


ing them, they do not go away until they are spent. 
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When you get injured, check an Injury box, and gain +1 Heat with 
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SPEND AN ADVANCE TO: 

* Gain +1 Audience. 

* Pick another Move. This can be from any Gimmick in the game. If you want to 
increase a Stat, then you need to pick a Gimmick Move that boosts that Stat. 
A list of those Moves, ordered by Stat, is on p. 212. You can take this option 
twice, but cannot take the same Move twice. 
Create a Custom Move (p. 142) for your wrestler based on a signature thing 
they do. 
Gain a Manager, a Valet, or an Enforcer. This is an NPW, which can be someone 
already introduced into your game or someone you make up on the spot. 
Form a Dedicated Tag Team. (p. 115). Both wrestlers need to take this option 
to form the team. 


Check off each Advancement Option when you take it. Other than picking another 
Move (which is listed twice), you can only take each option once. 


AND ONCE YOU'VE PICKED 3 OF THOSE: 


Æ Transcend. You pick one of the Advanced Roles for your wrestler: Celebrity, 
Icon, or Legend. You can also adopt Lucha Libre Roles if you’ve been studying 
the path of Lucha Libre. See p. 51 and p. 66 for more. 

Æx Create a new character to play. You can play both characters simultaneously or 
switch between them on an Episode-to-Episode basis. Talk to Creative for advice 
on playing more than one character. 

Æ Repackage. Pick an NPW to play for the next Episode (from those already in 
your game or make up someone new). Pick a Gimmick for them and play them 
as anew wrestling character for at least one Episode. Then return your original 
wrestler with a new Gimmick. Erase all Injury checks when you repackage. Each 
Gimmick notes which Gimmicks it can or cannot return as—not all Gimmicks 
naturally lead to all the others. 

Æ Retire from the business. You can create a new wrestler or take over an NPW if 
you want to continue playing in this Season. 


Once you’ve taken three options from the basic list, you’re able to pick from the sec- 
ond stage list of more career-defining advancement options. You can only take each of 
these options once, except if you decide to repackage your wrestler. In that case, when 
you come back you will still have Repackage available to you, as well as some other 
options. See Repackaging, below, for more about that. You can still take advances from 
the basic list once the next one is unlocked. 


Some Gimmicks have modified advancement options. Treat the Advancement informa- 
tion on the Gimmick sheet as superseding this list if they conflict. 


REPACKAGING 

Starting with your fourth Advance, you have the option to take a new Gimmick. Each 
Gimmick has its own selection of other Gimmicks you can change to, representing your 
wrestler’s career progression. When you take a new Gimmick, it represents your whole 
image being reconsidered and repackaged backstage. This is why the character takes an 
Episode “off”—you can play an NPW already introduced, try out a new wrestler entirely, 
spend the session as an audience member, or take the session off yourself. If you want 
to give the character multiple Episodes off, that’s fine too. 
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When the wrestler returns: 


Keep your Stats. 

Lose -1 Heat with everyone on your sheet. 

Pick whether you come back as a Babyface or a Heel. 

Make the Heat adjustment (if a Babyface, takes +1 Heat with all Heels; if a Heel, 
take +1 Heat with all Babyfaces). 

Choose your Want (this can be new or the same one you had when you left to 
be repackaged). 

Reset to your new Gimmick’s starting Audience. 

Lose the old Gimmick’s automatic Moves, including the FINISHING Move (or 
equivalent). 

Take any Moves you automatically get for your new Gimmick, including the 
FINISHING MOVE. 

You can trade the Gimmick Moves you selected when you first made the char- 
acter for Moves on your new Gimmick’s sheet on a 1-for-1 basis. 

Erase all Injury checks. 

Keep any Advances you had banked. 

Keep the following, if you have any: Moves you purchased with Advances; Cus- 
tom Moves; Advanced Role; New Wrestler. 

Erase the checks, if you have any: Gain Audience, Gain NPW Manager/Valet/ 
Enforcer, Dedicated Tag Team, and Repackage. You can now take these again. 


KH HHH MH MH HH KH HHH 


Repackaging your wrestler is the only way to “gain” more Advancement options than 
what are on your sheet, as your new wrestler has a clean slate for new storylines. If you 
have fewer than 3 basic Advancement options checked, you still need to gain 3 before 
you can take second stage options. You can repackage again, according to the guidelines 
for your current Gimmick. 


JIJLSOY FHL ONIIVW 


Trap your 
opponent’s arm as 


they fly at you.. = 









Arr 


Na 
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... and reverse their 
Eric Angelo’s À momentum to leap 

| into the Leg Lariat! 
Entrapped Leg Lariat 


by Zandriel Grimm 
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CHANGING GIMMICK 


After four Episodes of play, Eric has gained 4 Advances for Mammoth Marco. He spent 
the first three on taking the NEVER UNPREPARED Move from the Manager to gain +1 
Look, gaining an Audience when he badly needed one, and creating a Custom Move: 
MAMMOTH MouNTAIN, representing Marco’s iconic ability to stand fast in the ring. 


With his fourth Advance, he’s eligible to change Gimmick. He’s been angling towards 
a new role for Marco in his storylines, playing up his backstage “company man” nature 
and allegiance to the powers that be. He announces that he wants to change Gimmick 
at the end of the fourth Episode. 


Since changing Gimmick means the wrestler needs to disappear for an Episode, Eric 
plays Leviathan, the rudo who has been interfering in the business of both Venganza 
del Angel and Madame Lash. 

THE VETERAN 


When Marco returns at the top of Episode Six, A ; | coracana eenaa 


keep a lock on your position on the card. You have a dedicated fan base, and you're ready to 
create an enduring legacy. 


it’s as “Millionaire” Marco, in the Veteran Gim- COT 
: ; : : 1, “Millionaire” Marco 
mick. Eric narrates a video package that covers oF Big suit, ostentatious oil 


still does the “Mammoth Tusk” baron loo 


the backstory for the change—Marco’s ances- ars % HALING FROM — rl 


O Hollywood, California 


O Tor rora Ontario Canada 


tral Alaskan homeland turns out to be rich in oil DA G gece ern caino A) Konie Symbolem Sane but fre 


W so omethin ng Else: instead of ice 





You start with: ATHLETIC FEAT 


and other natural resources, and he’s tamed his 


wild side in order to use his newfound wealth to P O a a hQOK 
. . . y CHOOSE YOUR ROLE 
shore up the authority figures in the promotion. 7 HE Babyface VS Heel 7 | uy REAL 


WORK REAL STIFF 


























Start with +1 Heat with wrestlers of the 


: ; : £ ; WORK 
To make the Gimmick change, Eric: opposte Role. mete 


You can use the Move of the same 
name by spending 2 Momentum. WANTS 
When you deliberately act against 


* F L | 1 R | 2 a, Pick the desire that most drives 
’ = When you debut your wrestler, generate Heat | your role, it’s a Face Turn or a Heel 
eeps l S Sta ts z Body +3 ? OO <£ + 9 ea 9 ith your competition. Ask 1 ques son por Turn. Switch Roles, and gain +1 Heat piwan you gave amaren Mit 
either player: When a satisfies your Want, take an Advance 
Work -1. 
O Join a Group! 


with who you turn on (or away from). and pick a new Want. 
. 7 ai o Revenge! 
* Picks the new Want The Adulation of the S Uhaina a T 





O A Championship Title! 
w+ Who have | decided is killing the business with their performance? eel ae 
Cs 


C d h b ° d f h ° w Who has no respect for all the work I’ve put into this company? la a ae oe 
rowa—he wants to be recognized for his s o E 
w+ Who is desperately seeking my approval? 


new wealth and power! s ENNA 


ROLL +HEAT FOR: RUN-IN, WRESTLING MOMENTUM 


Æ Keeps the MAMMOTH MouNTAIN Move, = 
since that was a custom Move purchased — E 


with an Advance. He’s still an enormous en you wrestle someone you have +4 Heat with, gain +1 Audience. If you don’t cross paths with someone in an Episode, lose -1 Hea 
man, after all. 











































































the win (gain +1 Heat with them) interference (Creative’s 
™ You lerine mlo a ongin defeat choice), and you lose 
(they gain +1 Audience). Audience . 
KI RING GENERAL: Gain +1 Momentum when you start a match. 
PICK 1 
O TOP OF THE CARD: You can make the OVER MOVE even when ++2 x 
you're not in the Top Spot. You have as much Momentum to spend 
















Start each Episode with 2 Momentum. 





Æ Replaces the Monster’s FINISHING MovE 
with the Veteran’s FINISHING MOVE. 








Start each Episode with 1 Momentum. 











as you start the Episode with due to your current Audience. When +10 | Start each Episode with 1 Momentum. 
you are in the Top Spot, you have 4 Momentum to spend instead of 3. a r iE Rasa 
0 ’ o C RESPECT THE BUSINESS: Wh PLAY POLITICS in ord O Pea neuen anrip otic E 
> Gains the Veteran’s automatic RING GENERAL. R a aren Ad tarp ane end ofan Episode, you're fired! 
When you act to preserve wrestling tradition on camera, you can ROLL +AUDIENCE FOR: WORK THE AUDIENCE, PLAY POLITICS 
1 1 Sm > Wee A om Z ren tto sto} sued er wres m CC 
° 
He has two Gimmick Moves he can trade: E eee ADVANCEMENT 
fheir next match to their detriment. Ona a 79 pick: GAIN AN ADVANCE WHEN: 
"+ You BOOK yourself to win next time On a Botch, it w Your Audience falls to 0 the first time in an Episode 
WILL You Look AT THAT SIZE and INTIMIDATING. Lee cana O SEa, | Teete tose 
that’s aml ke aion RS aerial k bad. Be u You lose to someone in order to make them a star 
He trades WILL You Look AT THAT SIZE for the JE PUT T4 OVER Wen ustonvreily war epporee_ | = sy yur Want Ganon 
n the ring in order to miake the nile bit od? oll Wo kOn ts ie ee RET BA or bank them and 
. . 6 . yeu bath gain i Audi enc On a Botcl bik you u los spend them when you’d like. 
Veteran Gimmick Move PUT EM OVER. This raTa o rath ele b Audie ies BANKED ADVANCES 
Audience, your opponents choi reais ‘ate i he SPEND AN ADVANCE TO: 


O Gain +1 Audience 


4 ‘INTIMIDATING: a roll +Body ingtead ® Pick another Move (from this Gimmick or any other, 


does mean that he loses the +1 to Body he’d 














é 3 K of +Look when appropriate ne uding a Move that increases Stat) 
en joyed as a Monster—Eric explains that the X NEVER UNPREPARED: +I Look T aeaea 
ic cli i X MAMMOTH MOUNTAIN (custom) Ber Nee ates 
Veteran Marco is slimmed down a little and BODY LOOK REAL worK | S jaa NP Manager valet 
. . . 5 +2 + -2 -{ \ Choose whether or not to an Injury check every 
more agile in the ring than his old persona. Ean LLL EEN kooo 


O Transcend. Take an Advanced Role Option. 
O Create a new wrestler to play (instead of, or alongside, 
this one). They debut in the next Episode. 


When you get injured, check an Injury box. When injured, 
you can pull out of any match you’re booked in without 
repercussions, but you gain +1 Momentum if you don’t. 


He adjusts his Body back down to +2. He 





| | h M 0 O Repackage. Pick an NPW to play for the next Episode. 
Th turn thi tler with Gimmick (ch 

Keeps INTIMIDATING, however. Marco Is now mee imme dec nue amon Secuinnry see 

When you spend an Advance, you can erase a check. If you O Retire this wrestler from the business. You can make 


have 3 checks, you can no longer compete. a new one, or take over an NPW to continue playing. 


scary outside of the ring for multiple reasons. 





* He left as a Heel and decides to come back 
as a Babyface, since he wants to get in good with the crowd. He lowers his Heat 
with everyone by -1, then takes +1 with the only remaining Heel, Madame Lash. 


He resets his Audience to the Veteran starting score of +2. 
He didn’t have any injuries, so he doesn’t need to erase any Injury checks. 


HH 


He’s spent all of his Advances. Under the Advancement Options, he leaves the 
Pick Another Move and Make a Custom Move options checked but erases the 
Gain +1 Audience and Repackage checks. 


The new Veteran “Millionaire” Marco is ready to debut. 
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Moves 


CHAPTER FOUR 


Moves are discrete, consequential actions taken by your wrestler. All wrestlers use the 
Basic Moves, which cover the building blocks of every wrestling show, and the In-Ring 
Moves, which cover wrestling matches. Each wrestler also has their own Gimmick 
Moves from their Gimmick sheets. Only Creative uses the Creative Moves, which cover 
the consequences of wrestler’s actions and structural elements of each Episode. 












Moves are available whenever they make sense. Specifically, Basic and Gimmick Moves 
are available all of the time—these are things that players should always have the 
option to try for. In-Ring Moves are available during wrestling matches and generally 
not applicable outside of the ring. Depending on the style of your game, you may also 
end up using: 
* Match Stipulations (p..82), which struc- 
ture different wrestling matches. THE MOVES 
* Audience Moves (p. 136), which describe The full text.of all Moves is provided.in the 
the different kinds of crowds you might fA acti Lh AE 


. , , with direct links alongside each entry in 
perform in front of on any given night. this Chapter as well. You can download the 


Road_Moves.(p..253), which cover what EETA AT Y ELS OEA E EAEN: 
happens between wrestling shows. ndpdesign.com/wwwrpg. 

Custom. Moves (p..142), which you make 
to cover anything unique to your game that you want to back up with dice. 





Creative also has Moves, made in response to the player’s actions. Players usually 
announce their Moves when they make them, while Creative picks a Move in reac- 
tion to the game’s circumstances, making decisions and announcements in accor- 
dance with the Move they picked. Most of this section focuses on the Moves that 
players make. Creative has their own guidance for their Moves in Chapter Seven: 
How.to Be Creative (p..103). 


TO MAKE A MOVE 


Take a look at some Basic Moves (p. 244). They list a trigger condition, in the name 
of the Move (Worx THE AUDIENCE) or in the description (BABYFACE: When you stand up 
for something you believe in...). To make the Move, you just narrate how you take that 
action and then follow the instructions (like “roll tAudience” or “Spend 2 Momentum”). 
Moves happen both when you aim to make one, and when you realize that you trig- 
ger one as you talk. Sometimes Creative will ask if you’re making a specific Move based 
on what you’re saying, as one of Creative’s jobs is to pay attention and tell players that 
they’re triggering a Move if they don’t notice. 


Once a Move is triggered, simply take the listed action. Most Moves ask you to “Roll 
+Stat”, which means roll 2d6+Stat indicated; compare the total to the results listed on 
the Move, making whatever decisions you need to make. A result can be a strong hit 
(10 and above), a partial hit (7-9) or a Botch (6 and below). It usually matters whether 
you get a strong hit or a hit. It always matters whether you hit or Botch. 


Botches are opportunities for Creative to add more difficulties into your wrestler’s 
storyline and/or personal life, and sometimes have specific effects depending on the 
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Move. Most Basic Moves also give you a Momentum on a Botch. Botching doesn’t 
necessarily mean that you totally screw up or fail at what you’re doing! They can be 
moments that just don’t connect with the audience or fall flat without implying that 
your wrestler made an egregious error. The Momentum represents you learning from 
those unsuccessful moments and figuring out how to do it better next time. 


ANATOMY OF A MOVE: CUT A PROMO 


The trigger is “when you take the mic and speak 





your mind.” You Cut A Promo whenever you say 
something significant on camera, from declaring CUT A PROMO 
you’re going after the Championship to telling When you take the mic and speak 
a story from your past to calling out your next your mind, roll +Look. 
opponent to give them a piece of your mind. You ON A 10+: you connect with the 
could say “I’m cutting a promo,” narrate it and audience, pick 2: 
then roll, or just naturally launch into one when ON A 7-9: you have their atten- 
a mic is put in your face. Either way, you trigger tion, pick 1: 
the Move and make the roll. i Make Creative book you ina 
The action is “roll +Look,” so you roll 2d6 and add maten, , , 

) i mẹ Add a stipulation to a relevant 
your wrestler’s +Look Stat to the result. Positive m. 
scores boost your chances, while negative scores u They come out to respond to 
make Botches more likely. your promo. 
Once you have your result, see if it’s 6 or less (a i> Gain +1 Heat with the subject 
Botch), 7-9 (a hit) or 10 or more (a strong hit). of your promo. 
For this Move, 10+ and 7-9 share the list of ON A BOTCH: it doesn’t connect. 
options available to you on a hit, but the strong Gain +1 Momentum. 


hit (10+) means you pick 2 of them, while a 7-9 
only gives you one. 


The Botch result gives you a little guidance as to 

what that means (“it doesn’t connect”) and you also “gain +1 Momentum”, so you can 
do better next time. However, since it’s a Botch, it’s also time for Creative to pick one 
of their Hard Moves. You could get booked in a punitive match, lose the confidence 
of management backstage, or perhaps be stripped of an opportunity because of your 
failure to connect with the audience on their promo! It’s up to Creative. 


Remember, you spend Momentum to gain a bonus on your roll after you see the 
result, so if you get a total of 6, you might want to spend a Momentum to bring it to a 
7 in order to avoid the Botch. However, if you want more Momentum or are happy to 
roll with the consequences, you can let a Botch stand—it’s always up to you when to 
spend your Momentum. 





HOW OFTEN SHOULD MOVES BE MADE? 

Think of Moves as covering the key points of asegment. A pithy 20-word screed and a 
20 minute epic speech both trigger Cut A Promo just once, as the point of the segment 
is to see how that time on the mic connects with the audience. Similarly, if two wrestlers 
jawjack back and forth, you don’t roll every time you open your mouth. Each player just 
rolls once to see how the whole segment, anchored by your argument, makes you look. 
You could choose to do all of the in-character dialogue and then roll, or find a moment 
in your argument that feels like it could go either way, and roll then to see who comes 
out looking better as a way to guide the end of the segment. Every segment is going to 
be a little different. 


Once you roll and see the consequences, whether positive or negative, that’s how that 
moment goes down. There’s no “roll to try again.” If you end up in a situation where 
you make a Move later in the Episode in order to handle the fallout from an earlier 
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Botched Move, that’s fine (and expected), but you can’t “stop” a Move’s consequences 
by making the Move again immediately on the heels of a Botch. 


This doesn’t mean that you only roll dice once per segment. If the action shifts and 
there’s a series of Moves that all naturally trigger as you go, roll for each in turn! A seg- 
ment will often start with Cut A Promo, and then move to Work THE AUDIENCE as you 
come down to the ring, perhaps even followed by an ATHLETIC FEAT or CHEAP HEAT to 
really amp up the crowd before a match starts. Just be aware that you invite potential 
consequences with each roll of the dice. 





A SEQUENCE OF MOVES (RUN-IN, CUT A PROMO, BABYFACE) 


Ed’s Luchador Venganza del Angel has been drawn deeper into a feud with the crafty 
rudo Leviathan. Currently, Ed is hanging out as audience to a match between Levi- 
athan and Sarah’s Hardcore Bell Adonna. Sarah just botched the WRESTLING Move, 
handing control over to Nathan, who (as Creative) is playing the NPW for the match. 


Nathan: Ok, Leviathan counters your attempt to give him the Banked Track by 
slipping between your legs, grabbing your ankles 
and pulling you down as he stands, flipping you 


on your face, then leans back into a Boston Crab RUN-IN 
SUES When you interrupt a match in- 
Ed: Ok no, not again. I run in! progress, roll +Heat. 
Ed rolls Venganza’s +Heat with Leviathan for the ON A 10+: you both gain +1 Heat 
RuN-IN Move, which happens to be +3. They get a with each other, and you pick 1. 
total of 9, which Ed brings to 10 with 1 Momentum. ON A 7-9: your target gains +1 
; Heat with you, and they pick 1. 
Nathan: Rad, ok, you gain +1 Heat with each im You attack them in the ring! 
other and you pick one of the options, then tell us This BOOKS them the winner. 
what that looks like. mè You distract them! Their oppo- 
Ed: Oh, | interfere in this match. I’m not giving this nent takes control as the match 
guy achance to bring down another of my friends! continues. Then, you're booked 


into a grudge match with them. 
m You interfere in the match! This 

BOOKS the match a no contest, 

You both take +1 Momentum. 
Nathan: Nice! Take your +1 Momentum for that ON A BOTCH: you get stopped. 


pick. Ok, the ref turns around and waves his Take +1 Momentum. 
hands, calling off the match as Leviathan stum- | SIC | 
bles to his feet, emoting confusion... until he turns 

around and sees you. Then he runs to the ropes 

and shakes his fists at you, yelling curses in his “secret undersea language.” 


Ed: | grab the mic. 


l run down the ramp and grab Bell Adonna’s 
hands where they’re close to the ropes, pulling her 
out of Leviathan’s grasp and out of the ring. 


That’s enough, Leviathan. You’ve been sneaking around here, beating up my 
friends and refusing to face me for far too long. I’m not going to stand for this any 
longer. Let’s do this, right here, right now! 





Ed already has dice in hand to Cut A Promo. They roll and get 2 and 3, -1 for Ven- 
ganza’s Look, for a total of 4. A Botch! 


Ed: Oh no! Well, | guess I’m not getting this match. 


Nathan: Nope. The crowd was just getting into the match when you interfered, so 
even though the run-in was a hot moment, your challenge feels too sudden. Plus, 
you're outside the ring and Leviathan is still inside, so the visual is off. He seems like 
he has the power here. Take another Momentum though, for the Botch. 





Ed does so, and is back up to 3 Momentum, a good sign for later in the Episode. CONTINUED 
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Nathan: Leviathan takes the mic. 







Oh, I’m so sorry that your little friends keep on getting in my way, Venganza. 
That is none of your concern—I beat you already, and I don’t need to beat you 
again. Unless... you want to put your mask on the line. 


Nathan is making a Hard Move in response to the Botch, upping the stakes dra- 
matically for this feud with Leviathan. 


Sarah: I’m still at ringside, right? | grab a mic. 


Leviathan, you can’t even be thinking about another match before I’m done with 
you. But Venganza is right, you have been avoiding him... because you know 
he can beat you. I say you try and scrape up one of your crusty followers to 

face BOTH of us, with both of your masks on the line. And if you win, I'll even 

give you my skates. 





Sarah: I’m making the BABYFACE Move, let’s make this a tag match! 


Bell Adonna stands up for her friend and refuses to back down from a fight, triggering 
the BaByFAcE Move. Sarah spends 2 Momentum as to pick the Make Creative BOOK 
you ina match option. 


Nathan: Oh, wow, ok! Yeah. Leviathan replies. 









Oh, I'll have no problem finding a partner. You'll be sorry you brought your- 
self into this, and I'll hang your skates underneath his mask on the back of my 
Atlantean throne! 


Nathan: And we cut from there unless anyone else has something to get in? 


Everyone shakes their heads no. Now, Nathan has to decide who to partner with Levi- 
athan in this high-stakes tag team match! 





JUDGMENT CALLS 

Some Moves ask you to make a judgment call, either about what exactly “counts” to 
trigger the Move, or about why you’d pick one result over another. For example, let’s 
look at the BABYFACE Role Move. 


To make this Move, you make the judgment call 


BABYFACE whether your wrestler is standing up for something 


they believe in. It’s always up to you, the player, to 
When you stand up for . l 
something you believe in decide what makes the most sense for your intentions 


embody sportsmanship or in that moment. It’s another judgment call as to which 


comport yourself with honor, options are significant in this moment. When does it 
spend 2 Momentum and pick 1: 


matter whether you leave your opponent speechless? 


m» Gain +1 Heat with your When do you want to get them in the ring? 


opponent. 
m» Leave your opponent Sometimes a wrestler will do the same thing multi- 


speechless. ple times (maybe even in a single Episode), but in one 
m» Make Creative book you in case they’re standing up for something they believe 

a match. in and in another they’re not! Spending the Momen- 
m» Expose villainous behavior tum to trigger this Move means that you’re making a 

to Book a cheater to lose a statement about what your wrestler believes. A pow- 

matcn. erful subtlety exists in making these judgment calls. 
Remember that it’s always up to the player, not Cre- 
ROLE MOVE ative or anyone else. When in doubt, trust your gut 
and your sense of dramatic action. 
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WHICH MOVE? 


Some of the Moves differ more by their intended effect than by their fictional triggers. 
For example, your babyface delivers an inspirational promo at the top of the ramp, 
thanking the fans and saying they couldn’t have made it without them. This could be 
Work THE AUDIENCE, Cut A Promo or even the BABYFACE Move! Which one depends on 
your intent: 


* If you intend to whip the audience up and get them on your side, you should 
roll for WORK THE AUDIENCE. 

xÆ If you intend to proclaim your state of mind going into the match, roll for Cut 
A PROMO. 

xÆ Ifyou intend to embody the strong bond with your fans that you really believe 
powers you, then it’s the BABYFACE Move. 


Some players look at the Move list, pick the specific thing they’re going for, and narrate 
into the trigger for it. Others approach the game from a more in-character perspective, 
not thinking about the dice until they happen to trigger a Move. In the latter case, you 
might have to pause to talk about what Move in particular you think would best fit the 
situation. Creative is generally on the lookout for when Moves are triggered and may 
ask you about it at key points of your narration. 


When one action or description could potentially trigger multiple Moves, you pick only 
one to roll for and see where it takes you. You never use the same fictional trigger to 
roll for multiple Moves. Once you’ve made a Move, you need to bring its result, good 
or bad, into the game before making another one. Often, the results of a Move will 
directly inform the path before you and lead naturally into another one. Many of the 
Moves are complimentary to each other, but you still need to narrate separate triggers 
to roll for them, even as they snowball into each other. 


CREATIVE MAKES IT WORK 

Between the Basic, Role and Gimmick Moves there are a lot of potential triggers and 
outcomes to keep track of, even before bringing in Custom Moves, expanding your 
game into a Living Promotion, or going on the road. Especially when things get exciting 
and everyone wants to jump in, it can get chaotic trying to keep straight who made what 
Move and in what order. One of Creative's jobs is to look at the moment in the larger 
context of what they have booked and what’s going on in the Episode, then decide how 
to apply the interactions in a seamless manner. The context surrounding the use of the 
Moves tends to make it clear how they should be combined, but it is ultimately up to 
Creative. There’s more about how Creative does this starting on p. 106. 


USING MOVES 


Like the Gimmicks, Moves are listed in their entirety at the end of this book for easy ref- 
erence (p. 244). Reference sheet downloads are available at ndpdesign.com/wwwrpg 
and will be updated as needed. The downloadable sheets should be considered to be 
correct if you notice any discrepancy between them and the material in this book. 


What follows are expanded thoughts on the best ways to implement the Moves, and 
some corner cases that can come up in play. Since Creative is generally the one with 
authority over how the Moves interact, the following notes are addressed to them. 
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BASIC MOVES 


Athletic Feat: This Move covers impressive performances of the physical body, includ- 

PZE ing demonstrances of strength, flexibility, endurance, and tone and 
build. The feat itself can involve props (like bending iron bars or crushing rocks), an 
assistant or subject (like throwing someone across the ring or backflipping onto the top 
of a human pyramid), or an contest (like a pose-down or eating 100 hot dogs). 


The 7-9 result represents how this is a strain, even for someone with these gifts— 
an ATHLETIC FEAT is always something the wrestler doesn’t normally do! If the player 
chooses to forfeit their next match and the bout hasn’t yet been announced, then you 
apply the forfeit to their most appropriate feud or storyline. If someone comes to their 
aid, they do not choose the someone, you do. That can be someone already in the seg- 
ment or you could debut someone this way. It’s also appropriate for another player to 
swoop in to save the day. In the ring, if the wrestler is pushing their opponent around 
just to show off, rather than to move the match along, use this Move instead of rolling 
+Body for the WRESTLING Move. A Botch on an ATHLETIC FEAT already causes an Injury, 
but you can also include another Hard Move if the moment is ripe for it. 


Break Kayfabe: The key question for this is “are you breaking kayfabe?”. This can be 
Go a difficult call to interpret in the moment; pause and ask when it’s 


unclear. The player should telegraph this as much as possible. In addition, some Move 
results demand that a player’s wrestler act in a certain way—if the subject of one of 
those Moves wants to refuse that demand, they need to BREAK KAYFABE to do so. Finally, 
BREAK KAYFABE can only work on camera. If the scene takes place off-camera, there’s no 
kayfabe to break and characters can switch between wrestling reality and legit concerns 
freely and without consequences. A Botch on BREAK KAYFABE should bring in a Hard 
Move on top of the three 7-9 results whenever the moment is ripe for it. 





Cheap Heat: Even when the insult or compliment is buried inside of Cut A Promo or an 
"077 ey attempt to Work THE AUDIENCE, it still triggers (this is an exception to the 
“one Move ata time” rule). 


Cut A Promo: The trigger uses the phrase “take the mic” but a promo doesn’t require 
a literal mic if the context doesn’t include it. Cut A Promo is one of 
the most common Moves. It triggers after anything a wrestler says which demands a 
response or pushes a feud forward. If a player is having trouble coming up with the con- 
tent of their promo, they can describe the basic points that the wrestler is trying to get 
across and the dice result will tell you whether the audience gets it or not. 


The subject of the promo can be a single wrestler or a group, depending on the context, 
but if there are multiple possibilities the player chooses who to gain the +1 Heat with 
when they choose that 7-9 option. A Botch on Cut A Promo a good time to push a NPW, 
announce legit badness (like someone backstage turning sour on them), turn the audi- 
ence on them, or change your booking on the fly to give them a loss in their next match. 


Over: Whoever is in the Top Spot at the top of an Episode makes this Move. If multi- 
ple wrestlers are in the Top Spot, they all make it separately. The first 
segment (or segments) of the Episode should be the platform for making their choices 
known to the audience (like calling out an opponent or announcing a vignette that is 
going to be featured later). The player can spend their Momentum on choices in any 
order, so they could (potentially) call out an opponent, make a match with them as the 
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main event and then add a stipulation; alternately they could add a stipulation to a 
previously booked match, then call for an unrelated non-wrestling segment to kick off 
something new. If they decide not to take any options and start with 3 Momentum, they 
cannot retroactively spend on choices. Once the Over Move choices have been made, 
the Episode gets underway and it cannot be made again. If you are playing a session 
that contains multiple discrete Episodes and the same wrestler is in the Top Spot for 
consecutive Episodes, they make the Move each time. It’s per-Episode, not per session. 


Play Politics: PLay Po.itics triggers when a wrestler is having an argument off-camera. 
This can be with another player’s wrestler or with an NPW, and it should 
be an argument where the characters are truly at odds or want different outcomes and 
aren't willing to back down. If an argument of this type happens on-camera, and a wres- 
tler breaks character as part of it, that’s BREAK KAYFABE instead. 


If two players are arguing, they both roll. The higher result makes the Move, so that 
player is the “you” and the other is the “they” when picking the results. If one player 
Botches their roll and the other doesn’t, they may still be subject to a Hard Move (up to 
you), but you do not apply the Pay Potitics Botch result. If they both Botch, just apply 
the Botch result once (losing -1 Heat with each other, and you make a Hard Move). 


Often, an argument will start, you’ll get to a point where one (or both) players make 
this Move, and then you use the results to guide the rest of the scene. Sometimes you'll 
realize at the end of an off-camera scene that an argument just happened. You still roll 
for the Move. Sometimes the results will be post-facto fit to how things went down, 
rather than guides to what happens next. It’s fine both ways! 


Run-In: This is an “I’m bored” Move—it’s always available to a player who feels like they 
haven't had enough screen time and is a great way to get their wrestler 
into a storyline with someone they haven't been booked with yet! The player can have 
a storyline reason to run in (like a heel taking advantage of a babyface’s weakened state 
to beat them up) or shape it based on how the roll goes (like deciding on what your beef 
with them is after finding out that you’re going to have a grudge match). 


The 7-9 result “You attack them in the ring! This BOOKS them as the winner” is based ona 
wrestling trope that, if you attack someone in the ring, you are interfering on behalf of 
their opponent. This draws that opponent a disqualification, which awards your target 
a win. Use referee’s discretion to make the moment fit this result, if necessary. 


On a Botch, the Hard Move could be what stops the run-in from happening, or it can be 
a result of the aborted attempt not getting over with the audience. 


Work The Audience: The basic Work THE AUDIENCE context is in front of a live crowd, 
p..245 usually before a match. Sometimes it can be unclear whether 
something a wrestler says is WORK THE AUDIENCE or CuT A Promo. The key difference 
is that WorK THE AUDIENCE doesn’t demand a response or push a feud forward, while 
Cut A Promo does. If the intention is to just pop the crowd, then it’s not Cut A PRomo. 
WorkK THE AUDIENCE can also be made in the middle of a match. The player does not 
need to be in control of the match to Work THE AUDIENCE, as long as they can narrate 
what their wrestler does to get the crowd on their side. 
A Botch already turns the audience against the wrestler (by taking away their ability 
to use this Move for the Episode), so any additional Hard Move should revolve around 
that. Unless they’re really asking for it, though, you can go easy on them. 
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ROLE MOVES 


These Moves are completely within the player’s control. Often, when the wrestler is 
obviously doing something meaningful but none of the other Moves seem to cover it, 
it'll fall under their Role Move. Creative should prompt players when they seem to be 
triggering these Moves. 


Babyface: As mentioned previously, the “something you believe in” doesn’t have to bea 
particularly positive or honorable thing. But it should be clear that the wres- 
tler has something they care about more than breaking the rules. This may include giv- 
ing up a victory or opportunity to win! Note that this Move lets you stop a cheater from 
cheating to win a match. This can be used whenever someone tries to cheat to win, 
whether it’s just part of narration or a result of the HEEL Move. 


Heel: Doing “something underhanded” will be contextual to each match and should 
generally be clearly telegraphed by the player. This Move lets you just win 
a match by cheating, as long as you have the 2 Momentum to spend. You can do this 
before the end of the match is announced, or after (in order to swerve the BOOKING). If 
multiple players used the HEEL Move to win a match, apply them in sequence. Some- 
times a match result will be subject to multiple attempts to change it, especially if the 
BABYFACE Move is used to “counter” the cheating win. Whether it’s appropriate to con- 
tinue using the Move to cheat out a win multiple times in one match is up to Creative 
(see Considering Multiple Swerves (p.107) for more about this). 





Técnico: In addition to generally standing up for what you believe in, you act with 
respect for others and for wrestling tradition. You count as a Babyface for the 
purposes of any Move or rule concerned with Role. When brining an ally to your aid, 
they can be anyone you’re already established as friendly with. If it’s another player’s 
wrestler they must come when called (or BREAK KAYFABE instead). 


Rudo: In addition to generally being underhanded and selfish, you are disobedient and 
disrespectful to authority figures in particular, and other wrestlers in general. 
You are willing to abandon anyone to save your own skin. You count as a Heel for the 
purposes of any Move or rule concerned with Role. 


Advanced Roles: These each add their respec- 
p..246 tive additional option to your BABYFACE CELEBRITY 

basic Role, so you'll always have (for example) When you stand up for 

the Celebrity option of “Creative must BOOK something you believe in as you 

you to win your next match” as a fifth option showcase your fame, spend 2 

Momentum and pick 1: 
whether you are a Babyface Celebrity or a Heel 
Celebrity. 


m Gain +1 Heat with your 


opponent. 
You can only have one Advanced Role, which i Leave your opponent 
you pick at the time you take the transcend speechless. 
Advancement option (p. 56). You can have a i Make Creative book you in 
Lucha Libre Role and an Advanced Role, which a match. 
gives you a menu of 6 options whenever you im» Expose villainous behavior 


to BOOK a cheater to lose a 


make your Role Move. 
match. 


im» Creative must BOOK you to 
win your next match. 


ROLE MOVE 
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CHANGING ROLES 


You can change your Role at will by acting in the manner counter to your current Role. 


> Make a Babyface Turn by suddenly standing up for what you believe in. 
> Make a Heel Turn by suddenly cheating or abandoning someone in a crucial 
moment. 


The turn happens when you narrate that action, after which you now have access to the 
matching Role Move. Often, you’ll make your new Move as part of the turn because 
it’s a big important moment, but it may not feel necessary (or you may not have the 
Momentum to spend). 


When you make a Role turn, you gain +1 Heat with the wrestler you’re turning on. Big 
Babyface and Heel Turns are important character moments, and ramp up the excite- 
ment and interest in your feuds! 


If you have a Lucha Libre Move, you turn from Técnico to Rudo and vice versa in the 
same manner. 


%* Make a Técnico turn by running to save an ally or acting with superior honor in 
the ring. 

> Make a Rudo Turn by selfishly withdrawing your help or rudely disrespecting 
the referee in charge. 


If you have an Advanced Role, you keep it when you make a Role Turn. Your status as 
a Celebrity, an Icon or a Legend stays with you no matter how heroic or villainous your 
actions. 


IN-RING MOVES & STIPULATIONS 


Details of how to apply the Moves for in-ring action are contained in Chapter Five: 
Wrestling (p. 69). This Chapter also contains a selection of Stipulation Moves for 
playing out a variety of match styles. 





As a general note, remember that wrestlers can use non-wrestling Moves while they’re 
in the ring, but they cannot use an In-Ring Move when they’re not actually in a match. 


WHAT ABOUT BACKSTAGE? 


The majority of Moves are concerned with what happens onOcamera for the audience, 
and usually describe or imply how that audience reacts. Some Gimmicks have individ- 
ual Gimmick Moves that apply backstage. 


Past these, the main way to handle conflicts backstage is the PLay Po.itics Move. You'll 
notice that this specifically covers arguments, which (as with all the Moves) you should 
think of as the main point or crux of a backstage segment. Minor disagreements or 
friendly rivalries don’t call for playing politics. You also do not have to PLay PoLitics to 
resolve things off-camera—if you’re comfortable roleplaying out conflict with in-char- 
acter dialogue and action and letting things flow from there, that’s perfectly fine. 


Creative still uses their Moves to guide off-camera segments and enforce consequences 
for legit actions. And, of course, taking a legit grievance back in front of the audience 
can be a powerful, though dangerous, tactic to get your way. 
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WRESTLING 


CHAPTER FIVE 


No matter how extravagant your production values or bizarre your characters, the 
crowd is here for action in the ring. The promise of a good wrestling match is why the 
audience pays hard-earned money to see your show! This Chapter covers the squared 
circle in three parts: 





* The first, starting on p. 70, goes over the mechanics of applying the In-Ring 
Moves to a wrestling match. 

* The second, starting on p. 79, is a guide to narrating your part in a match in 
a productive and entertaining matter. 

* The last, starting on p. 82, is a suite of Match Stipulation Moves that add new 
ways to create drama to your in-ring action. 


OVERVIEW 

Matches are generally announced and BOOKED ahead of time by Creative. How 
Creative decides on matches and why to BOOK them in certain ways in covered in 
How to Be Creative (p. 103). Additionally, many Moves empower players to make 
matches during an Episode. Matches can also emerge naturally, with Creative making 
the call about whether any particular challenge is turned into an official match on the 
card. Matches can be booked between player’s wrestlers, or between a player and a 
NPW. Any match between multiple NPWs is simply narrated in broad strokes by Cre- 
ative; play time should always focus on the player’s wrestlers. 


The key concept for playing out a match is narrative control. One player at a time has 
narrative control of the match, which means they narrate the majority of the action 
between the ropes. Their opponent helps out, narrating their wrestler’s contributions 
and responses. Then, based on In-Ring Moves (or sometimes other factors), narrative 
control passes to the opponent, who now picks up the story of the match. For brevity, 
narrative control is also just called “control” in the context of a match. 


The mechanical core of the match is the WRESTLING Move, which determines how well 
the wrestler in control executes their big maneuvers and key spots. Once a player builds 
up to their big moment, they pick which Stat best fits to use for the Move. Then they 
use the result to narrate how the spot ends up going, and how that looks to the audi- 
ence. A full breakdown of the WrEsTLING Move is on p. 72. Other In-Ring Moves 
include taking control with INTERRUPT, dramatically handing it off with THE COMEBACK, 
and putting the hurt on your opponent with WorKING REAL STIFF, among others. 


ONITLSIUM 


Control transitions between players through the WRESTLING Move, using INTERRUPT to 
jump in and take control for themselves, or handing it off with THE COMEBACK. This back- 
and-forth narration continues until Creative calls for the end of the match and reveals 
the finish they BOOKED (if it hasn’t been revealed already). Then the players steer the 
end of the match towards that destination... or towards a dramatic swerve instead! 


EXAMPLES OF WRESTLING IN PRACTICE 
For an.example.of the.basic.back-and-forth.of.a match, see-p.34. The- third-part-of.this-Chapter.also 


includes examples of how some of the more complex Match Stipulation Moves work, included with 
the description of each of those Moves. 
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STARTING THE MATCH 


Creative chooses who starts in control. Often, one player will have done better on a 
pre-match Cut A Promo or Worx THE AUDIENCE Move, indicating that they should start 
it off; or, just pick based on what feels right. If in doubt, whoever has more Momentum 
starts in control. If the match is booked with an NPW, the player always starts in control. 


THE ANNOUNCER 

As the match starts, Creative designates one of the players not in the match as the 
Announcer. Use a prop (like a physical microphone) or a notecard with “Announcer” 
written on it to keep track of the Announcer. The Announcer’s job is to call the match 
as if they were color commentary at ringside, recapping the action and putting their 
own spin on things as the match progresses. The Announcer also has their own Move, 
enabling them to Put Over wrestlers whenever they feel like the action needs a boost. 


Put Over: After a wrestler in a match rolls the dice for a Move, recap what they 
just did in the most glowing light (including covering up or explaining away an 
error or Botch). Bump the die roll up to the next result level, from a Botch (6-) to a 
partial hit (7-9), or from a partial hit to a full hit (10+). 


æ The Announcer can use this Move on each wrestler once per match. 





The Announcer should wait to see the roll before deciding whether to use Put Over. 
There’s often some negotiation between whether the player wants to spend Momen- 
tum or the Announcer should help out—this is fine! Just remember that the Announcer 
can only Put Over each wrestler once per match. 


Often, Creative serves as another member of the commentary booth, providing some- 
one for the Announcer to bounce off of as well as help guide the narration of the match 
when needed. Creative cannot Put Over anyone. If the Announcer’s wrestler appears in 
the match, the Announcer must hand off the mic even if they haven’t PuT Over anyone 
yet. Other players who aren't participating in the match can also take on color commen- 
tary roles, but unless the Announcer mic is passed to them, they can’t Put OvER anyone. 


IN THE BOOTH 


When a player takes on the Announcer role, they can choose how they want that to 
look to the imaginary viewing audience. Here are common approaches: 


Æx Your Promotion has a fixed commentary booth of personalities, with players 
stepping in and out of those characters as the Announcer role moves around. 
Sometimes the first person to play the Announcer creates a commentator who 
is then fixed for the rest of the game. 

Æx When you’re the Announcer, your wrestler joins the booth for that match, giv- 
ing commentary tinged by ongoing feuds they have with those in the ring even 
if they’re not technically involved in this storyline. This is a particularly effective 
approach if you’re planning to RUN-IN on the match, as your wrestler is already 
present at ringside. 

Æ Your commentary booth is a revolving carousel of personalities, and every 
Announcer decides who they are for each match. This can be chaotic but also 
means you don’t need to keep track of names and character traits. This can also 
be a more meta method, where you play the Announcer role without attach- 
ing it to any specific character as viewed by the audience. Someone’s just “The 
Announcer” during each match. 
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THE INTERNATIONAL 70 STARTA MATCH, OR RESET THE ACTION 





You do not need to keep consistent approaches to the Announcer even during one Epi- 
sode. When in doubt, go with whatever you’re most comfortable with as a player. As 
long as you help enhance the storytelling of the match in progress and Put Over the 
wrestlers who you think need it, you’re doing it right! 


WORKING THE MATCH 


Whoever has control narrates their wrestler’s moves and prompts their opponent for 
their responses. This is a conversation! Talk with your dance partner, don’t simply dic- 
tate to them. Just as your wrestlers work together to entertain the imaginary viewing 
audience, you and your friends work together to entertain everyone at your table. 


You should cover a whole range of action with your narration, as opposed to a single 
maneuver at a time. These sequences lead up to a big moment in the match, when you 
go to the dice to find out how it goes. Generally, you'll make the WRESTLING Move, but 
you can make any other Moves that are appropriate to your actions (like WORK THE 
AUDIENCE or a Gimmick Move that applies to the squared circle). 


THE ONE-TWO-THREE 

One common issue for players who haven't watched a lot of wrestling is the cadence of 
a match. There’s an element of deliberate pacing unique to the form where wrestlers do 
“transitional” maneuvers to link together the big spots that pop the crowd and punctu- 
ate the action. While your wrestler may perform three or four moves in a row, it’s just 
the last and most important one you roll for with the WRESTLING Move. In order to get 
a sense of the intended flow of a wrestling match, try this whenever you have control: 
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xÆ Narrate the set-up move or your initial attack and pick up the first die. Ask for 
your opponent’s response. Then: 
Æx Narrate your reaction to their response, a transitional move or a crowd-pleas- 
ing taunt, and pick up the second die. Ask for your opponent’s response. Then: 
Æx Narrate your big showcase spot and roll the dice for the WRESTLING Move! 


The One-Two-Three isn’t required, but if you feel like you don’t know what to say when 
you have control, it’s a good place to start. You’re putting together a beginning-mid- 
dle-end sequence, picking up the dice to indicate what the beginning and middle are, 
then rolling them for the big spot at the end. Asking your opponent for their response 
doesn’t mean they have control, but they do have input. 


This is what makes matches dynamic, the little details inside the sequences that give 
the audience a look at what your opponent is all about even when you have the upper 
hand. Remember, you are professionals working together to make you look good (or 
devious, or whatever you’re going for) when you have control of the match. 


More example sequences using the One-Two-Three are available at ndpdesign.com/wwwrpg. 
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SHOULDERBLOCK 































DNITLSIUM 









THE WRESTLING MOVE 


The WRESTLING Move is the beating heart of the match. 


Wrestling: Narrate a sequence of maneuvers and moments that lead up to a 
showcase spot. This showcase is something you want people to remember about 
the match. 
mẹ Ifyou showcase your physical strength, acrobatic skill or a signature maneu- 
ver that requires incredible athletic ability, roll +Body. 
mẹ |f you showcase your technique, create or subvert what the audience 
expects to happen next, or demonstrate a signature maneuver that requires 
high-level wrestling skills, roll +Work. 
m |f you work with your opponent to showcase an innovative or exciting 
maneuver that requires both of you to achieve, roll +Heat with them. 
æ Ona 10+: the crowd pops as you nail the spot. Retain control of the match and 
take +1 Momentum. 


XÆ Ona7-9: you keep their attention. Choose whether to hand control of the match 
to your opponent and take +1 Momentum or retain control of the match. 

Æ Ona Botch: you botch the spot. Your opponent describes how they counter you 
(or save you from disaster) and takes control of the match. 





You choose which Stat to roll on based on what aspect of your wrestler you want to 
show off. Sometimes you'll narrate what you do and then pick the Stat to match, and 
sometimes you'll aim your narration towards a particular choice from the beginning. 
Often, a given maneuver could work for more than one Stat, and different wrestlers 
will roll different Stats for the same spot. It’s up to you to decide which one you want to 
use. When in doubt, play to your strengths! 


The player with control continues to have it until one of the following happens: 


Æ The result of a Move demands that you hand off control. 
Æ Your opponent uses the INTERRUPT Move to take control. 
> You use THE COMEBACK Move to give your opponent control. 





PRE-MATCH ETC. 


Interrupt! This wrestler is 


Starts in 
now in control 


Control 









Passes 
Control 
(some 7-9, 
all Botch 
results) 


Continues until Creative calls 


for the end of the match 
NARRATES SEQUENCE 
WRESTLER IN CONTROL WRESTLER BOOKED TO WIN 
NARRATES TO THE FINISH MAKES FINISHING MOVE 
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Retains Control 


(some 7-9, all 10+ results) 


SQUARING THE CIRCLE 

A match continues through cycles of gaining control, making Moves, and losing or 
handing off control until Creative calls for the end of the match and reveals the BOOK- 
ING. Sometimes a match will have a stipulation that effects narration or adds a Stipula- 
tion Move that changes or replaces the basic WRESTLING Move. Those can be added by 
players, or Creative will let you know when another Move applies to a match. 


Remember that you can spend Momentum to give yourself bonuses on your rolls 
during a match. You also want to build up Momentum during the match because, if 
you’re booked to win, you might need it for your FINISHING MOVE. 


THE OTHER IN-RING MOVES 





These are expanded notes on the other Moves available during a match. These Moves 
are listed at the end of the book under In-Ring Moves (p. 246). 


Champions Advantage: This Move reflects the assumption that titles do not change 
p..246 hands if the Champion is disqualified during a title defense. 
If you don’t want that to be part of your Promotion, then you should ignore this Move. 






If you do use it, it applies to anyone defending a Championship, however you've defined 
those for your Promotion. If the match in question is ano-DQ match or has a similar 
stipulation, this Move still ends the match in some kind of No Contest that keeps the 
title from changing hands. You work out how exactly the title is kept in these cases. Any 
match can have a stipulation that takes away Champion’s Advantage, in which case this 
Move is not available to the defending Champion. 





Interrupt: This Move is only used when you do not have control of the match—gener- 
perg ally, you'll want to use it just before your opponent is about to launch into 
a new sequence, or in order to take over at the right moment for the story you want 
to tell. If you’re using the One-Two-Three, the perfect time to INTERRUPT is when your 
opponent asks you for your response after Two, before they roll dice on the Three. 


Work Real Stiff: This is a specific way to BREAK KAYFABE with a veneer of deniability 
due to the inherent risk of the sport. You do this in place of the WRes- 
TLING Move, so you need to have control in order to make this Move. It’s risky, as it can 
directly lead to injuries, but it can also be a shortcut to gaining Audience quickly. You 
can always deny responsibility for injuries caused, even while reaping the rewards of a 
crowd convinced that you’re really able to do what you say you can do. If you want to do 
something in a match that more blatantly reveals a legit grievance or that isn’t specifi- 
cally about the wrestling , make the BREAK KAYFABE Move instead of this one. 





The Comeback: This Move is for when you’re out of stuff you want to do, but still have 

p..247 control of the match. The wrestler who you’re giving control to is the 
underdog in the moment, and they mount their comeback to push the match forward. 
If you specifically do this when you’re lording your superior position over them, you 
can gain a Momentum as long as you’re currently out. So, if you need Momentum and 
you’re in control of a match, look for COMEBACK opportunities! 


You can use Basic, Role and Gimmick Moves during matches, if they make sense. You 
can always make a Move when you have control (by narrating yourself into it), but if 
you trigger a Move without having control (like as part of responding to your opponent, 
or by them narrating you into a perfect position) you should still make it like any other 
time you trigger a Move. 
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WRESTLING MORE THAN ONE OPPONENT 

Any match with more than two participants (Three-Way Dance, Fatal Four Way, etc) 
plays out the same way. One player starts in control, and keeps it until they lose it, pass 
it on, or get interrupted. Control moves around between all the competitors until the 
BOOKING is revealed and the player with control sets up the finish. Multiple-wrestler 
matches take longer to play out, but they also have more potential storytelling beats. 


In the case of multiple NPWs being involved, Creative briefly narrates their business in 
the ring, keeping the main spotlight on the player’s wrestlers. Creative can also hand 
NPWs off to players whose wrestlers aren’t in the match. NPWs don’t make Moves or 
roll dice, but anyone playing them can take and hand off narration as needed. 


Tag Team matches have a different dynamic and have a dedicated Move to reflect that. 
See Tag Teams (p. 77) for all those details. There are also Stipulation Moves included 
to cover full-roster matches like an over-the-top-rope Battle Royal (p. 87) or the 
timed-entry Regal Wrangle (p..95). 


WRESTLING NON-PLAYER WRESTLERS 

Creative generally plays NPWs in matches. If they prefer, they can hand the NPW to 
another player for the duration of the match instead. NPWs never make rolls; they 
simply take up narration when the player cedes control (using THE COMEBACK, handing 
it over as part of the WRESTLING Move, or as a result of any other Move), and look for 
opportunities to give it back when appropriate. 


When an NPW is BOOKED to win, no FINISHING Moves are made. Those only trigger 
when a player’s wrestler is BOOKED to win. If a player wants to force a win over an NPW 
they're BOOKED to lose against and isn’t able to use a Move that BOOKS themselves to 
win, they have to BREAK KAYFABE just like any other time someone bucks the BOOKING. 


BOOKING, FINISHES & ENDING THE MATCH 


The end of every wrestling match is BOOKED before it starts, usually by Creative. This 
means that Creative decides who they think should win the match, guided by their 
sense of drama and how they want to shape your feuds. They will reveal who they’ve 
BOOKED to win when they feel the time is right. Many Moves (most notably the HEEL 
Move) enable you to BOOK the match yourself—this means that the winner of the 
match is now who you think it should be. 


Importantly, all BOOKING is, by definition, within kayfabe. 


Æ If you don’t know the BOOKING for your match, and then it is determined by a 
Move, Creative (and everyone else) treats it as if that was the plan all along. 
Sometimes the wrestler now BOOKED to win will be the same one Creative had 
already chosen, and sometimes it won’t, but to the audience and everyone 
backstage it’s all still going according to plan. 

Æ If you do know the BOOKING for your match and it gets changed by a Move, 
then it’s a swerve to what was already planned. Everyone now goes with new 
BOOKING. If you made the swerve, you may have an off-camera argument after 
the match to explain yourself, or something else that reflects that you made a 
different call than the original booking. But in the moment everyone involved 
goes along with the new plan so as not to spoil it for the crowd. 

Æ Unless given a chance by a Botch or an opportunity that just can’t be passed 
up, Creative doesn’t change BOOKING once it’s been revealed or set by a Move. 
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If you already know the BOOKING and you don’t want to change it, even when you have 
the opportunity, that’s fine! You’re in tune with Creative. You can use still use a Move 
that gives you BOOKING power to change the details of how you get to that winner, like 
ending a match with a DQ finish instead of a clean pinfall. 


If you don’t know the BOOKING for your match then you should play to show off your 
wrestler’s skills and tell the story you want to tell with your opponent. Once you do 
know the BOOKING, you then push towards that ending, win or lose. If you don’t want 
the match to end the way it’s BOOKED, and you don’t have any Moves available to you 
that change the BOOKING, your recourse is to BREAK KAYFABE instead. 


ENDING THE MATCH 


The match ends when one of these happens: 


* Creative declares that the match is coming to a close, based on their desired 
pacing for the show. 

> When the player in control of the match declares that their wrestler “calls an 
audible” and wants to end the match early, before Creative has called for it (this 
could be the result of a Move or just their sense of drama). 

XÆ Anyone makes a Move that demands or implies that the match needs to end 
(for example, certain options for RUN-IN or Worx REAL STIFF end the match 
when they’re chosen). 


When one of these things happens, Creative reveals the BOOKING, if it hasn’t been 
revealed already. The player in control sets up the final sequence of the match, leading 
up to the wrestler who’s BOOKED to win making their FINISHING Move. Control can still 
be taken and passed around during the ending sequence, but the player who’s BOOKED 
to win makes their FINISHING Move regardless of who has control when the finish occurs. 
Generally, it makes sense to narrate up to the moment the wrestler goes for their fin- 
isher, then use their FINISHING Move outcome to guide narrating the finale of the match. 


The winner of the match makes the FINISHING Move from their Gimmick sheet whether 
they narrate their wrestler’s signature finisher into the match or not—this Move is an 
abstraction that covers whatever physical action you do to pick up the win. Sometimes 
the roll result or an option you pick will complicate or reverse the BOOKING. Like any 
Move that changes the BOOKING, this is now how the match is supposed to end. Cre- 
ative will help pull the pieces together if things get chaotic. 


When a player’s wrestler is BOOKED to lose to an NPW, nobody makes a FINISHING Move, 
they loser simply get pinned (or whatever the finish demands). 


MATCH FINISHES 
What does winning a match actually look like? Modern matches without any stipula- 
tions generally use one of these finishes for a clean, definitive win: 


Pinfall: The winner holds the loser’s shoulders to the mat for a referee count 
of three. A kickout means that the pinned wrestler gets one of their shoul- 
ders up before three, “breaking the count” and keeping them in the competi- 
tion. Most matches will see “near falls” or “false finishes” where one or both 
wrestlers get one- and two-count falls before the kickout, but that third slap 
on the map means the match is over. 


Submission: The winner has the loser in a hold designed to inflict pain, keep 
them immobile, or both. If the loser indicates to the referee that they sub- 
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mit (either verbally, or by tapping their hand rapidly to the mat), then they 
lose the match. A wrestler can be in a submission hold for any amount of 
time until they submit or get out of the hold, and often submission holds 

are reversed as part of the back-and-forth of the match, breaking the hold 
and then getting their own onto the former aggressor to give them a taste of 
their own medicine. 


Both pinfalls and submissions can be broken up. If the wrestler in peril can reach a rope 
(grab it, or drape a foot over it) than the referee will end the count (and their opponent 
needs to release the hold or let them up from the pinning predicament). In a tag team 
match, your partner will often throw themselves into the ring to break up a pin before 
being rushed back to their corner by the referee. And, of course, the wrestler who has 
the upper hand can intentionally let their victim up and then get them in a new hold or 
pinning position to show off their dominance! 


There are many other ways a match can end without it happening clean in the middle 
of the ring: 


Countout: If a wrestler leaves the ring and doesn’t get back in for a referee 
count of ten (often twenty, in many non-American promotions), then they 
are disqualified due to their unwillingness to compete. This is generally a 
cowardly thing to do but may be the result of incapacitation rather than sim- 
ply walking away—either way, if you can’t or refuse to get back in the ring by 
the count of ten, you lose. If a wrestler is in the ring, not pinned or in a hold, 
but still unable to get up by the count of ten (like they’re knocked out and 
their opponent is just gloating) this can also be a countout. 


Disqualification: If a wrestler breaks the rules of the match in order to get 

an advantage and the referee sees them do it, they can lose the match via 
disqualification (DQ). Acommon DQ is bringing a foreign object into the ring 
to use as a weapon. Depending on the wrestling style and era, however, the 
rules could prohibit anything from using a closed-fist punch to going over the 
top rope to leave the ring for any reason. The RUN-IN Move incorporates the 
idea of outside interference in your behalf, which is usually also illegal. Many 
stipulations allow things that would otherwise be DQ-worthy as legal in the 
match, but the referee can generally find any technical reason to DQ some- 
one if a Move or the story of the match demands it. 


No Contest: |f a match ends without a clear victor, it’s ruled a “no contest” 
which means that there’s no formal winner or loser. This can be because of 
outside interference, the wrestlers abandoning the rules and brawling, or 
anything else that creates chaos before a winner is determined. One com- 
mon route to a no contest is a double countout, where both wrestlers leave 
the ring and neither comes back in before the final count because they’d 
rather brawl outside the confines of the canvas. 


In addition to these, there is a rich tradition of other finishes that avoid determining a 
clear victor. Awarding a winner and then immediately reversing the decision on a tech- 
nicality, or a mob of rival wrestlers storming the ring to break up a pinfall, are usually 
under Creative’s purview, but there’s an infinite array of ways a match might end that 
drive the storyline rather than award discrete winners and losers. 
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THE REWARDS 


Once the match is over, each player checks to see whether their wrestler has +4 Heat 
with any of their opponents, win or lose. Everyone who does gains +1 Audience, as the 
intensity of their feud increases the crowd’s appetite to see them fight. 


Æ This applies both to wrestlers who started a match at +4, and those who gain 
Heat during the match to bring them to +4. 
* If awrestler hits +4 Heat with multiple opponents (like in a tag team match), 
they still only gain +1 Audience. 
Æ In the unlikely event that a wrestler hits +4, loses Heat and then hits +4 again, 
they still only gain +1 Audience. 
* Ifa wrestler would gain Heat and they’re already at +4, nothing happens, they 
simply remain at +4 Heat. 
xÆ If gaining Audience puts you in the Top Spot, it bumps out anyone currently 
there immediately. If multiple wrestlers hit the Top Spot simultaneously (usu- 
ally because you were all at +4 Audience and +4 Heat with each other), you 
share the Top Spot until someone else takes it, bumping you all out of it. 
“Opponent” is defined broadly and applies to anyone involved in the match on the 
opposing side. For example, if your wrestler hits +4 Heat with your opponent’s man- 
ager who was present at ringside you still gain the +1 Audience even though the man- 
ager didn’t get in the ring. 
Of course, if there’s anything at stake in the match (like a Championship, a winner’s 
purse, or a mask), the winner gets those spoils. 


TAG TEAMS 


Tag matches can be a little more complicated 


because there are more wrestlers involved. How- 
TAG TEAM 


When you have a tag team 
partner, you can do these 


ever, it’s still one continuous back-and-forth 
conversation, just with more participants. The 





BOOKED winner of a tag match may be a particular whenever you can make the 
wrestler on a team, or just one of the teams, with WRESTLING Move: 
the team member who gets the win determined MAKE A HOT TAG to your part- 
by the events of the match. In the latter case, the ner to bring them into the match 
at a critical moment. Roll +Heat. 
legal wrestler when the end of the match is called im They gain that result of the 
is the one who makes their FINISHING MOVE. WRESTLING Move. 
In a tag team match, add the Tac TEAM Move to You can ABANDON THE TEAM 
he oth l by spending 2 Momentum and 
JEZI the other In-Ring Moves. describing how you leave your 
In a standard tag team match, the wrestler in the partner at the mercy of the 
ring is the legal wrestler. They need to make a A 
5 S sf > This BOOKS your team to lose 
tag to their partner in their corner to switch out the match, and you gain +1 
with them, whereupon their partner becomes the Heat with each other. 


legal wrestler. Only the legal wrestler can get a WRESTLING MOVE 
pinfall or submission victory. The partners stand 
outside the ring on the ring apron until they’re tagged in, and usually there’s a short 
cord tied to the ringpost, called the “tag rope.” When you’re not in the ring, you need 
to be holding onto the tag rope in order for a tag in to be legal—that is, you’re not sup- 
posed to run over to where your partner is, the swap has to be in your corner. Once 





THE REWARDS æ PAGE 77 





tagged in, there’s a short grace period (usually a referee five count) for both wrestlers 
on one team to be in the ring, which is what “allows” double-team moves to happens 
without anyone getting disqualified. 


The player with control doesn’t need to be the legal wrestler for their team, though it 
often makes it easier to play it out that way. When you have control you can tag in your 
partner whenever you like as part of your narration and use THE COMEBACK to hand off 
control to them. Use the Tac TEAM Move when it’s a particularly dire, critical, or excit- 
ing time to make that tag. And, of course, the second option is there for the dramatic 
moment when you leave your partner to the mercies of the opposing team, sparking a 
new feud between you and your now ex-partner. 


Just as there are many versions and variations on a standard match, there are differ- 
ent ways to run a tag match. A popular variation is to use Lucha Libre rules, which are 
streamlined to showcase all the frenetic energy without worrying about the technical- 
ities of tag ropes and five-counts. The default Lucha Libre tag match is a trios match, 
with three wrestlers on each team, but you can use this approach for tag matches with 
teams of any size. This is also sometimes called a Tornado Tag Team Match. 


Lucha Libre Tag Matches: Tags can be made as described above. In addition, 
as soon as a wrestler’s feet hit the floor, one of their teammates enters the 
ring. For larger teams, this means that you can have multiple teammates 

in the ring at once, and so simultaneous pinfalls can be counted. This espe- 
cially matters in a traditional Lucha Libre style match, where each team has a 
captain, and a pinfall is awarded either for pinning the captain or both of the 
other team members. For more on Lucha Libre matches, see p. 175. 


LEGAL WRESTLER SYNDROME 


In real-world.wrestling,the.high.energy and-quick.pace.of.a.tagteam.match.is-often-priori- 
tized over making it clear when tags are legal and when they’re not, who’s supposed to be in 
the ring at any given time, and so on. While it can be very satisfying to see the psychology of 


a tag match play out within the confines of its rules, in practice you'll often end up going with 
the flow as the many players involved all build on each other’s narration. The structure is 
detailed above in order to help out those who haven't watched a lot of wrestling, but remem- 
ber that all the rules of your wrestling world can be thrown out the window at any time as 
long as the audience is cheering—“referee’s discretion” is a powerful thing. 





MAKING A DEDICATED TAG TEAM 

Any two wrestlers can tag up for any given match, but sometimes the whole is greater 
than the sum of its parts. If two players want to take their tag relationship to the next 
level, they can commit their wrestlers into a Dedicated Tag Team. 


To make a Dedicated Tag Team each player must spend an Advance (on the Form a 
Dedicated Tag Team Advancement option). This should be accompanied by a vignette 
or on-camera showcase where the wrestlers make the moment happen in front of the 
imaginary viewing audience. 


From now on, Creative will book you as a unit, keeping the main focus of your storylines 
on the team. This doesn’t mean you can’t have singles matches, and you maintain your 
individual Gimmicks and track everything on your sheets as normal. But when you're 
in a Dedicated Tag Team the crowd wants to see you together much more than it wants 
to see either of you alone. 
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WHEN YOU ARE IN A DEDICATED TAG TEAM: 
Æx You must share the same Role. If one of you makes a turn, so does the other—if 
they don’t want to turn, than this means the tag team is dissolved (see below). 
You can take different Advanced Roles. 
> You can spend Momentum on each other’s rolls whenever you're in a match. 
Æ If your team is booked to win, whoever gets the pin can pick the FINISHING MOVE 
of either teammate. They roll for and gets the benefits of the chosen Move. 


A DEDICATED TAG TEAM IS DISSOLVED WHEN: 

Æ One of you makes a Role Turn and the other doesn’t follow. In addition to the 
Turning wrestler’s +1 Heat with their now-ex-partner, the wrestler who doesn’t 
turn takes +1 Heat with the wrestler who does. 

If one of you abandons the other using the Tag Team Move. In addition to the 
effect of that Move, you are booked against each other as your next feud. 

If you wish to mutually dissolve the tag team, you can do that at any time in an 
on-camera segment showcasing the parting of ways. 

If either partner hits O Heat with the other. There’s just no more juice in the 
partnership. 


When a Dedicated Tag Team dissolves, each wrestler regains the Advance they spent 
on it. Erase the checkbox on that Advancement option, freeing it to take again later. 


NARRATING WRESTLING MATCHES 


What your wrestler does in the squared circle is as much a part of their character as 
their costume, entrance, and backstory. Even if you don’t have a deep knowledge of 
wrestling moves, you should describe your grappling in ways that echo your concept 
and agenda. Does your wrestler punch and brawl? Do they go to the ropes and flip 
around their opponent? Do they take everything their opponent dishes out before 
making their first move? Do they duck and weave, playing up whenever they get a hit 
in? Do they counter and reverse into technical holds? Do they employ misdirection to 
set up their opponent to blunder? Coming up with a ring strategy and sticking to it for 
your first couple matches is a great way to establish your wrestlers “feel” in the ring. 
When you have control of a match you are in charge of building up to the next big 
spot. The maneuvers you employ will vary depending on your style, but some standard 
things that fill out a match include: 


Æ Locking up (grabbing each other’s collar and elbow in a traditional starting 
stance, to test each other’s power and balance). 

Bouncing off the ropes to set up a move or avoid one of your opponents. 
Exchanging punches. 

Clotheslines (and ducking them). 

Irish whips (throwing your opponent into a corner by the arm). 

Dropkicks (from a standing position, or from the ropes). 

Rest holds (submission holds where you both stay still for a while). 


X 


Rest holds in particular have a specific purpose in real-world wrestling. Headlocks, ham- 
merlocks, bear hugs, and anything else that puts the two wrestlers’ heads together 
gives them a chance to talk out the next sequence of the match under the guise of 
trashtalking. If you’re uncomfortable narrating everything in the sequence, ask your 
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opponent how they react to what you’re doing and invite them to add details. Just 
remember you retain general authority over the sequence. 


When you’ve built up to your big spot, narrate it and then decide which Stat to roll 
for the WRESTLING Move. This is where you focus on a specific single maneuver. If you 
don’t know wrestling moves off the top of your head, take a look at the play aid sheet 
(available to download at ndpdesign.com/wwwrpg)—just pick something that looks cool 
or has a cool name! If you know what you want to see, describe how it looks and any 
unique twist your wrestler puts on it. When you make the WRESTLING Move, you choose 
which Stat you wish to roll on: 


Æ You'll roll +Body if you showcase your physical strength, acrobatic skill or a sig- 
nature maneuver that requires incredible athletic ability. This applies to strong 
wrestlers throwing their opponent over the ropes, high flyers doing flips off the 
top rope and those with high pain tolerance pushing their limit. 

Æ You'll roll +Work if you showcase your technique, manipulate audience expec- 
tations, or demonstrate a signature maneuver that requires high-level wrestling 
skills. This could be grappling on the mat, applying and escaping submission 
holds, or cleanly executing iconic wrestling moves like suplexes and piledrivers. 
It also applies when you do something canny or unexpected to get an advantage 
through superior ring awareness or exploiting a technicality in the rules. 

* You'll roll +Heat if you work with your opponent to showcase an innovative or 
exciting maneuver that requires both of you to achieve. While every wrestling 
move needs both wrestlers to work together to function properly and look good, 
this applies to when you go above and beyond to do something that hinges on 
your opponent’s buy-in to be effective. Both selling an escalating ten-count of 
punches in the corner while the audience chants along and jumping off the top 
rope at the right time to receive a mid-air swinging neckbreaker are both times 
you really need to work together. 


Your narration often makes it obvious which Stat to roll on, but if it’s in doubt you can 
ask the table for their input. Finally, just because you have control doesn’t mean you 
need to narrate that your wrestler is doing well. You can narrate the other wrestler as 
having control of the in-ring action, even as you have narrative control. In these cases, 
your use of the WRESTLING Move may be in service of you getting out of a tight spot, 
breaking a submission hold, or suddenly turning the tables on your opponent after 
playing possum during their big offensive. 


Generally, you should narrate up to when you’re about to make the big spot, then roll 
for the Move you're using before describing the result. This is so you can narrate the 
final effect based on your roll and avoid narrating a successful maneuver only to Botch 
the roll, necessitating a revision of your narration. All wrestlers in this game are able to 
functionally execute pretty much any maneuver you wish; it’s the quality of the exe- 
cution or the ability of your opponent to find a counter for it that depends on the dice. 


You never “whiff” in the sense of being unable to perform in the ring. Rolling a Botch 
can mean you actually mess up the move, but it could also mean that the audience just 
doesn’t like it, or that your opponent interrupts and counters it. It depends on the con- 
text, and you have control over what the audience sees, so you can use your narration 
to demonstrate how this unwelcome result works into your vision in the moment. 
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Your big spots don't all have to use the WRESTLING Move or even be wrestling maneu- 
vers! A common strategy is to WoRK THE AUDIENCE midway through a match, to get them 
cheering (or booing) and to pick up needed Momentum. Any Basic or Gimmick Move 
that makes sense in context can be made during matches as well, like a loudmouth 
grabbing a mic from outside the ring to Cut A PRomo and throw their opponent off their 


game—or add a stipulation mid-match! 


Depending on how Creative likes to do it, 
you may not know the BOOKING of the match 
until it’s time to wrap it up. If you are in con- 
trol at that moment and your wrestler is 
BOOKED to win, that’s generally straightfor- 
ward, but what happens when you’re in con- 
trol and your opponent is supposed to get 
their hand raised in victory? You still narrate 
the sequence, but in service to setting up 
your opponent’s win. Building up to a loss is a 
great opportunity to show how your wrestler 
behaves when they’re on the receiving end 
of a beating or to demonstrate their ability 


CALLING IT IN THE RING 


There’s a number of ways in which wrestlers.com- 
municate about what’s happening in the ring. 
Sometimes they'll lay the match out beforehand, 
negotiating who gets to do what and agreeing on 
the overall plan. Sometimes an entire match will be 
called in the ring as the wrestlers improvise to get 
the biggest pop from the crowd while hitting story- 
telling beats and the booked finish. The heel tradi- 
tionally leads a match that’s called this way, as bad 
guys generally were the more experienced wres- 
tlers. When wrestlers have a language barrier, they 
may use touches and taps and the names of moves 
to make these calls. In World Wide Wrestling, the 
default is to play out a match as the audience sees 





it, entirely in kayfabe—but there’s no reason you 
can’t roleplay out these surreptitious conversations 
as part of your matches. Just make sure you’re clear 
what’s not meant for the audience to hear! 


to make the other wrestler look good. When 
you do get to the final move of a match, your 
opponent still describes their finisher or how 
they otherwise go about getting the win. The 
BOOKED winner always rolls for their FINISHING Move, even if they don't literally hit their 
wrestler’s finisher in the narration. 


SWERVING THE BOOKING 

What happens when the finish is revealed but you want a different ending? This is 
where you should look at your Moves that can BOOK a match. The HEEL Move, in par- 
ticular, is built for doing this, but many Gimmicks have Moves which allow you to BOOK 
under certain circumstances. Whenever you BOOK a match, Creative’s job is to make 
it look to the imaginary viewing audience like the new ending was the original plan all 
along. There may be backstage fallout or other consequences, but Creative abides by 
the results of your Moves along with everyone else. 





If you have nothing that applies or can’t make any of the narrative triggers work in the 
context of the moment, you can narrate how your wrestler ignores the booking entirely 
to do what they want instead. This means you'll make the BREAK KAYFABE Move, so 
make sure you’re ready for the potential consequences before rolling the dice. 


ONITLSIUM 


All of the above should help orient you towards what to actually do in play when your 
wrestler is in a match. For a deep dive into wrestling matches as drama, this Chapter 
ends with a section on Match Psychology (p.96). 
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MATCH STIPULATIONS 


Just as wrestling characters and promotions span the spectrum of styles and aesthet- 
ics, matches themselves can be as simple or as baroque as you want (and as will keep 
the attention of your audience). Stipulations are rules or structural changes to a match 
that add drama, interest, or blood to your Episode. Many Moves give you the option 
to add a stipulation to an upcoming match. There are two broad kinds of stipulations: 
storyline stipulations, which are more narrative, and Stipulation Moves, which add new 
rules for the match. 


Storyline Stipulations: These are changes to the rules of the match, often with an alter- 
nate win condition, that do not require any mechanical changes to play out. You use the 
In-Ring Moves as normal, but your narration during the match will be shaped by the 
stipulation. The point of a storyline stipulation is to enhance drama or showcase a par- 
ticular advantage or disadvantage of one of the wrestlers. Some examples: 


Æx Ina Cage Match, the ring is surrounded by a steel cage, and whoever escapes 
the cage first wins the match. 

* Ina Falls Count Anywhere Match, the wrestlers are not bound by the squared 
circle, and the referee follows them wherever they go to call the finish. 

Æx Ina Lumberjack Match, the ring is surrounded by other wrestlers tasked with 
throwing the competitors back in if they come through the ropes. This is nom- 
inally to keep the competitors from escaping, but usually to the advantage of 
whoever the more-liked competitor is. 

In a Submission Match, pinfalls don’t matter, and you can only win by making 
your opponent tap out. 

In an I Quit Match, the only way to win is to make your opponent say “I quit”— 
this is usually through inflicting unreasonable amounts of pain, but could also 
be achieved by trickery or manipulation, depending on the wrestlers involved. 

Æ Ina Strap Match, the wrestlers are bound together by a long leather strap, and 
can only win by touching all four ringposts in sequence. The stap allows the 
competitors to pull each other around the ring, as well as serving as a weapon. 

Æ Putting something on the line is a whole sub-category of storyline stipulation. 
What does the winner get for winning? A Championship, or a contract to chal- 
lenge for one? A purse of money? A favor? Or what does the loser lose? Their 
hair? Their mask? Their position in the company? 


Many stipulations also include, formally or as a matter of practicality, that there won’t 
be any disqualifications. However, any match can be called a no contest as needed 
based on what happens in (or out of!) the ring. 


Stipulation Moves: Any time you can add a stipulation to a match, you can pick an 
appropriate Stipulation Move. These Moves add support for matches that create the 
risk of (or are intended to cause) excessive physical harm, or are of a particularly intri- 
cate nature. Stipulation Moves and storyline stipulations can be stacked as long as you 
can keep track of how everything interacts (like a HARDCORE Lumberjack Match, or a 
Falls Count Anywhere Match that’s also BesT 2-oF-3 FALLS). Like any other Move, if the 
fictional circumstance for a Stipulation Move comes up, it triggers the Move—for exam- 
ple, if you bring out a weapon mid-match, the HARDCORE Stipulation now applies. 
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COMMON STIPULATION MOVES 

These are the most common Match Stipulations that come up in a game of World Wide 
Wrestling. This is by no means a complete list, and you can make your own Stipulation 
Moves like any other Custom Moves (p. 142). Each Stipulation Move details how it 
interacts with the standard In-Ring Moves. 


HARDCORE MATCH 


Hardcore: When you draw first blood or revel in violence in the ring, roll +Real: 
* Ona 10+: the crowd goes nuts! Retain control of the match and pick 2: 


* Ona 7-9: the crowd pops! Gain +1 Momentum and pick 1, and your opponent 
takes control of the match: 


i> Someone in the match gets injured, but it isn’t discovered until afterwards. 
m Gain +1 Heat with your opponent. 
m They gain +1 Heat with you. 

æ Ona Botch: you played it too safe or went too hard. Your opponent describes 
how they counter or save the spot and takes control of the match. Choose 
whether you take an injury or lose all of your Momentum. 





These matches throw the rules out the window in favor of weapons, blood, and vio- 
lence. Add the HARDcorE Move to the menu of In-Ring Moves during any match that 
includes weapons, or that is intended to showcase the danger of the squared circle, 
(whether it’s called a Hardcore Match or not). Hardcore Matches are necessarily no-DQ 
as weapons are permitted. You still make the standard WRESTLING Move for things that 
would happen in any other match (even if assisted by a weapon). Make the HARDCORE 
Move when you really go for blood. 


One of the results is “someone in the match gets injured, but it isn’t discovered until 
afterwards”—generally this means that the player shouldn’t check an Injury box until 
the injury is discovered. However, if it makes more sense for the story of the match or if 
their Injury effect works smoother if it’s applied in the moment rather than afterwards, 
you may want to check it during the match. If you get multiple injuries from the HARD- 
corE Move in one match, you do make multiple checks. 


STRAIGHT MATCH 





Straight Match: Use the standard WRESTLING Move as normal, with the following 

addition: when you hit 10+, retain control of the match and pick either: 
m Gain +1 Momentum. 

m ~ Spend 1 Momentum to go for the victory. 

* “Going for the victory” entails anything which would win the match per its other 
stipulations, from a pinfall to grabbing the object of the match off of a pole. 
When you go for the victory, your opponent can INTERRUPT or use another appro- 
priate Move to kick out, break the pin or otherwise steal victory from your grasp. 
If they cannot do so or choose not to, then you roll for your FINISHING Move. That 
result determines who wins the match (remember that some FINISHING MOVE 
results may end up declaring your opponent the winner!) 





Straight Matches are a way to run a match with no predetermined BOOKING. This could 
be a standard match framed as being left to the wrestlers to call in the ring; Creative 
could be agnostic as to the outcome and reveals that there’s nothing BOOKED during 
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the match; or it could fit the nature of another stipulation already applied to the match. 


Use the STRAIGHT MaTcH Move instead of the standard WRESTLING Move until either 
someone wins from the 10+ result or someone uses a Move that BOOKS the result (such 
as the HEEL Move or making a RUN-IN). In the latter case, that’s now the BOOKING and 
the rest of the match is played out using the standard In-Ring Moves. Straight Matches 
can be declared no contests if the events of the match lead to an inconclusive finish 
before either of those happen (like if a RUN-IN leads to a pull-apart brawl). 


Generally, Straight Matches should be matches between player’s wrestlers. If a player/ 
NPW Straight Match does come up, Creative narrates for the NPW, and turns any 
Botches the player makes into victory attempts by the NPW. 


STRAIGHT MATCH (AND TAKING AN INJURY) 


Sarah’s Hardcore has an upcoming match with Eric's Mammoth Marco, but they don’t 
have much Heat and Nathan isn’t sure where it should go in the long term. He frames 
a short backstage segment before the match, where the booker tells the two wrestlers: 


Nathan: “We had to pencil you two in last minute, just go out there and have a 
good match.” So, the upshot is that they don’t have a plan, and they leave it up to 
you to decide who wins. Want to try the Straight Match rules for this? 


The players agree. 


Sarah: | pull Marco aside right before my entrance. “Ok big guy don’t take it easy 
on me—let the best fighter win!” and then I run out before he can respond. 


Eric: So, my very earnest “But | don’t want to actually fight...” is lost on you? 
Sarah: Ha! Absolutely. 


They start the match with Bell Adonna in control, and go through two sequences of 
moves in the ring, the first handing control to Mammoth Marco by rolling an 8 on the 
WRESTLING Move, and then Eric handing it back with THE ComeBAcK, which he uses to 
take a Momentum for himself (bringing him from 0 to 1). Sarah narrates how she slips 
out from Marco’s clutches at the last minute before he can give her the Mammoth 
Tusk headbutt, and he slams his head into the top turnbuckle instead! She continues 
to stagger the giant, kicking his leg over and over until he finally falls to his knees. 


Sarah: Great, so now that your head is on my level, I’m going to go for my own 
headbutt—| call it Ring the Bell, I just launch myself at you like a spear, but hit your 
head with mine. 


She rolls +Work for the WRESTLING Move (as this is a difficult move to do without actu- 
ally hurting anyone) and gets an 11! Since it’s a 10+, the STRAIGHT MATCH Move kicks 
in, and she chooses from the two options. She decides to spend 1 of her 3 Momentum 
to go for the victory. 


Anna is the Announcer for this match. 






It looks like Bell Adonna is calling for it... that’s right folks, she’s going to Ring the 
Bell of the big man... and it connects! I guess we'll see just how thick the skull of 
the Mammoth really is! 

Sarah: Whoa, ok, so do you go down, or stay up on your knees? 

Eric: | woozily sway around, then slowly stand up, but I’m ready to go down. 


Nathan: So Bell Adonna’s going to win if you don’t INTERRUPT here, or something 
like that... 


Eric: That’s fine by me, she needs this win and I need more targets for my vengeance! 
Nathan: OK! Sarah, tell us what you do and roll for your finisher! 
Sarah: l'Il roll first... 
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TWO-OF-THREE-FALLS MATCH 


These matches are tests of skill and endurance, as the wrestlers essentially work a 
series of back-to-back bouts until the winner gets the majority of the falls. Best two out 
of three are the most common, but it’s possible to have a three of five series, or count 
total falls within a time period (usually called an Ironman Match, which runs for an hour 
and whoever wins the most falls in that hour wins the match). 


Matches with multiple falls proceed according to the standard rules, except that Cre- 
ative BOOKS who wins each individual fall, deciding on the winner by whoever wins the 
majority of the falls. Each fall can then be swerved by player Moves as normal, and the 
match continues until a winner is declared per the stipulation. In addition: 


Æ For each fall before the deciding one, make the standard WRESTLING Move. 

* Once a fall is counted, the losing wrestler takes control of the match (if they 
don’t have it as a result of that WRESTLING Move). 

%* The wrestler who’s BOOKED to win the final fall, and thus the match, makes their 
FINISHING Move then. 


See p. 75 for the default ways to win a fall—usually by pinfalls or submission, with 
countouts and DQs losing that wrestler a fall but not ending the match (unless it’s the 
final fall, of course). You may want to amp up the match by specifying what does or 
does not counts as a fall. 


Generally, multiple-falls matches see the two wrestlers trade falls, with the match 
determined by the outcome of the last one; however, this trope is occasionally sub- 
verted to demonstrate supreme dominance or cunning trickery. 


OVER FOR TWO-OF-THREE-FALLS EXAMPLE 


Sarah rolls 2d6 flat for her FINISHING Move and gets a 6. 


Sarah: Oh, hell no. | spend a Momentum, let’s take that to a 7... | need to choose 
whether you make me work for it, or | sacrifice my body to get the win. | am totally 
sacrificing my body! So, here’s what happens—you stand up all groggy, and I’ve been 
rolling around holding my head, because this is one of those moves that hurts me too. 
l roll over to the corner, then pull myself up, and see that you haven't moved. | slowly 
climb the ropes in the corner, and get up to the top turnbuckle... | do my signature 
point and taunt “You Can't Take It!” then I just fling my body at you, it’s kind of a 
crossbody but I really just splat across your chest and we both go down. 


Nathan: The ref runs over and counts the one... two... three! 
Eric: So, what dees the 7-9 mean for your Finishing Move, Sarah? 
Sarah: | sacrifice my body, so | take +1 Heat with you, and | also take an injury. 


Eric: In that case, | think | just barely catch you, as I’m legit still kind of shaken from 
your headbutt, so you slide off me and land weird as | go down. Then | kick out just 
after the three, to keep some of mystique, you see—and maybe that aggravates it? 
Sarah: Yeah, | feel my knee tweak and then when you kick out | slide on it and some- 
thing pops. | barely notice in the moment, but I definitely limp my way backstage. Oh, 
and when | take an injury, | get another +1 Heat with wheever did it. That means I’m 
up to +3 with you, Marco. 


Eric: And you beat me in front of all those people. I’m coming for revenge! 
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TWO-OF-THREE FALLS MATCH (AND USING THE HEEL MOVE) 


Ed’s Luchador Venganza del Angel challenges Anna’s Provocateur Madame Lash to 
a match. Anna cuts a promo about how she’s been underestimated every step of the 
way and she’s going to prove her worth tonight by defeating Venganza TWICE. She 
uses her Cut A Promo result to add a Two Out Of Three Falls Stipulation to the match. 


Nathan BOOKS the three falls before the match starts. He wants to stoke this budding 
rivalry by giving the heel Madame Lash something to stew over, so he decides they'll 
split the first two falls but Venganza del Angel will win the third, and thus the match. 


The match begins. After the initial back-and-forth action, Ed takes control of the match 
and Nathan reveals the BOOKING for Venganza to win the first fall. Ed builds up to and 
narrates this finish. They make the WRESTLING Move (not their FINISHING Move, since 
this isn’t the final fall) and hit it on an 8. Ed narrates a leaping hurricanrana takedown 
into a crossface submission, tapping Madame Lash out for the first fall victory. 


Ed takes a Momentum and turns the narration over to Anna from the WRESTLING Move 
result. Even if they had kept control, Anna would take it now because she lost the first 
fall. She narrates a sequence of Madame Lash begging off and playing possum, acting 
defeated and suckering in the Luchador for a flash rollup pin. 


This accords with Nathan’s booking and he confirms that yes, that’s absolutely the 
plan. Ed nods along with a smile and throws in details about how Venganza’s over- 
confidence plays right into the manipulative Provocateur’s hands. Anna rolls for the 
WRESTLING Move and nails it on a 10+! The crowd erupts into boos as the heroic high 
flyer is so easily fooled! 

The wrestlers are tied at one fall apiece, so the final fall, whether pin or submission (or 
something else...), will decide the match. Ed takes control despite Anna’s 10+ on the 
WRESTLING Move, because they lost the second fall. The pace of the match picks up as 
Venganza leverages all of his lucha moves to keep Madame Lash from reaching into 
her bag of tricks again. After a back-and-forth exchanges that sees the Provocateur 
escape to outside the ring, Nathan reveals that the Luchador is BOOKED to win the 
final fall, and thus the match. 


Ed: Since you’re outside the ring, | climb up on the top turnbuckle, hold my arms out 
in my “angel pose” and then launch off the top... 

Anna: | Interrupt! You do your splash, but it’s onto one of my “good friends” who 
has been hiding underneath the ring! He runs out to where | was standing and takes 
your splash, and | roll into the ring. 


Anna tosses 1 Momentum chip into the pot for INTERRUPT... then follows it with 2 more. 


Anna: l'Il spend my last two Momentum to book myself to win with the Heel Move. | 
grab the ref and pretend to faint, taking his attention away from where my minions 
are beating up Venganza on the outside. 

Ed: What! What did | do to them to deserve this? 

Anna: They'll do whatever | tell them! 

Nathan: OK, ok, this is pretty underhanded, it definitely works for the Heel Move. 
How dees this win you the final fall? 

Anna: How about my “good friends” run away before the ref turns around, and Ven- 
ganza is so beat up that he can’t make it back into the ring? Is that ok, Ed? Or do you 
want me to beat you more definitively! 

Ed: No, you’ve beaten me enough. | do the thing where I stagger to the ropes and 
start climbing them around the count of seven, but | don’t actually get into the ring 
until after the 10. You did it, you beat me twice! 


This final fall gives Madame Lash the win, so Anna rolls for her wrestler’s FINISHING 
Move, and the Episode continues on from there. 
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MORE MATCH STIPULATION MOVES 

These stipulations are more convoluted, aim to emulate very specific kinds of wrestling, 
or both. A match using one of these Stipulation Moves may take along time to play out, 
but it can be a fun change of pace to devote a main event or big grudge match to some- 
thing that will really draw everyone in. 


BATTLE ROYAL 


Battle Royal: Narrate a sequence of maneuvers and moments that lead to you 
attempting to eliminate an opponent by sending them over the top rope. 
mẹ Ifyou use your superior strength or athleticism, roll +Body. 
m |f you use your knowledge of leverage and superior ring awareness, roll 
+Work. 
mẹ Ifyou team up with someone else to do it, roll +Heat with the wrestler who 
helps you. 
æ Ona 10+: the crowd pops as they go flying. They are eliminated! Retain control 
of the match and take +1 Momentum. 
* Ona 7-9: they don’t quite go over and are still in the match. Choose whether to 
hand them control of the match and take +1 Momentum or retain control of the 
match and pick who tries to dump you out. 


* Ona Botch: they were ready for you. Your opponent describes how they counter 
your attempt to stay in the ring, and takes control of the match. 

mẹ Any time a player’s wrestler is in danger of elimination, they can use the 

INTERRUPT Move to save themselves (and take control of the match, as usual). 





A Battle Royal is a spectacle of humanity, filling the ring with wrestlers from up and 
down the card. The main draw is the chaos of having so many contenders at once, but 
this brawl can also give some spotlight time to wrestlers who aren't often seen in your 
ongoing storylines. 

A Battle Royal starts with as many wrestlers as you want in the ring (ten, twenty, how- 
ever many you available and can fit!). Competitors are eliminated from the match by 
being thrown the top rope, and the last wrestler standing wins the match. Replace the 
Standard WRESTLING Move with the BATTLE RoYAL Move. 


Creative can reveal the BOOKING for a Battle Royal at any time or leave it to be deter- 
mined purely through the events of the match—whoever is left standing wins! If you do 
BOOK a winner, and that wrestler is in danger of elimination, reveal the BOOKING at that 
time. Once the BOOKED winner has been established, BOOKING works like in any other 
match, including that elimination attempts on the BOOKED winner BREAK KAYFABE. In 
addition, Moves that BOOK the match can be used to eliminate someone. 


Due to the chaos inherent in the match, anything that calls for ano contest or DQ finish 
generally doesn’t apply—depending on the context, it may imply that a certain compet- 
itor is eliminated or leaves the ring voluntarily. However, it is possible for a Battle Royal 
to end with the last two wrestlers eliminating each other at the same time by both going 
over the top rope together. If this makes sense for the direction of the match, this kind 
of thing seamlessly leads to a singles match to determine the true victor! 


For a popular timed-entry variation on the Battle Royal, see the Regal Wrangle (p. 95). 
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CATCH-AS-CATCH-CAN 


This match showcases knowledge of legitimate grappling, holds and counters in order 
to demonstrate the wrestler’s true abilities. Add the following to the WRESTLING Move: 


æ If you showcase your superior technique or knowledge of legitimate amateur 
wrestling holds, counters and pins, roll +Real. 
mẹ You only gain Momentum from a 7-9 or 10+ if you roll on +Work or +Real. 
i |f you Botch when you roll on +Real, your opponent may spend 1 Momen- 
tum to give you an injury, punishing you for your slip-up. 





This is a suitable stipulation to stack with a Straight Match (p. 83). 


DEATH MATCH 





This match is specifically designed to cause pain. Whether there’s barbed wire instead 
of ropes, burning barriers, exploding ropes, sheets of glass or poisonous creatures, it 
isn’t if someone will get hurt, but when. 


Everyone involved in a Death Match has to agree to be in it off-camera. If someone is 
added to a Death Match, or the Death Match stipulation is added to a match they’re 
already in (like from Cut A Promo or the Over Move), they can decide to pull out of it 
with few or no negative repercussions. This may be a good storyline building moment, 
but unless you are playing in a Promotion that centers on Death Matches, this is a char- 
acter choice that should be respected. 


> When a Death Match starts, each competitor gains +1 Momentum. 
% The match proceeds using the rules for a Hardcore Match (p. 83), as violence, 
blood and (improvised) weaponry are all involved. 





In addition, whoever added this Stipulation declares what the Bad Shit in the match is. 
Barbed wire? Pyrotechnics that explode when a wrestler hits them? Broken glass strewn 
about the ring? Light tubes? Whatever the draw for the match is, that’s the Bad Shit. 


During the match, a wrestler will narrate how they send their opponent into the Bad 
Shit (usually as the result of the WRESTLING Move, but it can also be narrated into with- 
out making a Move). Whoever is sent into the Bad Shit can INTERRUPT to pull up just 
short, or just narrowly avoid the Bad Shit. Then: 


Æ Once each wrestler has paid 1 Momentum to avoid the Bad Shit, the cost goes to 
2. Once each wrestler has paid 2, it goes to 3, and so on. 

Æ Once the cost goes up, wrestlers can use the standard INTERRUPT Move as normal 
when doing anything else in the match; only in the case of stopping themselves 
from going into the Bad Shit must they pay the current Momentum cost. 





You don’t want to go into the Bad Shit, but somebody’s going to. When you do: 
æ Take an injury.. 


xÆ Gain (1+ Current Injuries) Momentum and take control of the match. 
« If this is your last Injury box, you’ve gone past your physical limits. The match 
ends in ano contest (you still gain the Momentum). 





The no contest ending applies to any case in which one of the wrestlers checks off their 
last Injury box, whether it’s because of the Bad Shit or not. Otherwise, the match is 
BOOKED and the finish is revealed as normal. 
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* Whoever is booked to win a Death Match adds their +Real or +Audience to their 
FINISHING Move, whichever is higher. 


Death Matches can have lasting effects, both physically and in how the fans react to the 
meatgrinder you just threw yourself into for their entertainment. 


Death Match Fallout: After a Death Match, including if it ends in a no contest, all 

participants roll +Real: 

XÆ Ona 10+: the wounds were mostly superficial or you’re just tough enough that 
you can deal. Erase down to 1 Injury check if you have more than 1. Pick 1: 
mẹ You and your opponent both gain +1 Heat with each other. 

m Appear unexpectedly at the top of the next Episode and make the OvER 
Move in addition to whoever is in the Top Spot. If you’re already in the Top 
Spot, take +4 Momentum instead of +3. 

* Ona 7-9: you survived. Erase 1 Injury check if you have more than 1 (if you have 
only 1, you keep that Injury). Gain +1 Heat with your opponent. 

Æ Ona Botch: you need serious medical care. You are evacuated to a local medical 
facility immediately and you must miss the next Episode as you recover (play 
another NPW if appropriate). When you return, erase 1 Injury check and start 
the Episode with an additional +1 Momentum. 





DEATH MATCH 


After many Episodes of escalation, Eric’s Millionaire Marco has been challenged to a 
No-Ropes Barbed Wire Death Match by Sarah’s Bell Adonna. Eric not only agrees, he 
uses an opportunity to add a Stipulation to make it a No-Ropes Barbed Wire Oildrum 
Death Match. Not only are the ropes removed and replaced with barbed wire, the 
ring posts are replaced with oildrums that contain flammable oil (and are themselves 
wrapped in barbed wire). Both players are in for the match. It’s up to Sarah to spec- 
ify the Bad Shit, and she says that both the barbed wire and the flammable oil in the 
drums are the danger in this match. 


They each gain a Momentum at the top of the match, and the now-Veteran Marco gets 
another for his RING GENERAL Move. Over the course of the opening sequence, both 
wrestlers build up another Momentum, and they get into the dangerous action at 2 for 
Bell Adonna and 3 for Millionaire Marco. Sarah has control of the match. 


Sarah: | wipe the sweat off of my face and then launch into you with a flurry of 
forearms. You take a step back, and l'Il take the opportunity to grab your wrist and 
throw all of my weight into swinging you into the barbed wire in the corner! 


Sarah hits the WRESTLING Move on a 8 and chooses to retain control, sending Marco 
into the Bad Shit. 


Eric: Oh no you don't. l'Il Interrupt to pull up short, and you’re on the mat now, 
right? | just barely stop myself from hitting the barbed wire, but I kept hold of your 
wrist, and I’m going to pull you up into a belly-to-belly suplex position. | pause for 
a looong moment to get the crowd focus, and then suplex you into the oil barrel 
behind me! 


Eric spends 1 of his Momentum and reaches for the dice. Sarah nods and waits to see 
how this comes out. 


Nathan: This is definitely the Hardcore Move on this one. 





Eric rolls +Real for HARDCORE, and gets a 8, brought to 7 with his -1 Real. Marco just 
barely hits the Move. He does take a Momentum for the result. CONTINUED 
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Sarah: Thats cool and all, but I’m not going in that barrel. | Interrupt—you suplex 
me, but | launch myself out of your arms and just barely clear the barrel, tumbling to 
the mat outside. It’s not pretty, but it’s better than going in the oil! 


Eric: Well in that case, l'Il pick the “someone is injured, but it isn’t discovered until 
later” option. That fall did something to you that you'll find out after the match. 


This time, Sarah spends her 1 Momentum to keep from going into the Bad Shit, and 
takes control of the match. After another sequence of outside-the-ring action, Sarah 
passes control back to Eric, and now has 2 Momentum. 


Eric: So, we’re both back in the ring now, right? I’ve had enough of this foolishness. 
As you get to your feet, | dip my arms into one of the oil barrels and throw a big 
splash of oil onto you. While you’re disoriented, | pick you up in a bearhug, march 
over and drop you onto the patch of oil that’s been set on fire while we were outside 
the ring! 


Sarah laughs in astonishment but, before Eric makes a roll, spends 2 Momentum (all 
she has left) to avoid the Bad Shit—since both players already spent 1, now it costs 2. 


Sarah: Oh no! Ok, I’m covered in oil and you pick me up—but now I’m slippery. | 
slide out of your hands, roll down your big back and pull you down onto me—which 
sends the top half of your body into the barbed wire behind us! 


Sarah rolls +Work for the WRESTLING Move and hits on a 10. This brings her back to 1 
Momentum, and she keeps control. Eric looks at his 3 Momentum tokens and smiles. 


Eric: | Interrupt! You pull me down onto you, but | throw my legs out and land on 
you instead of going backwards. My hair brushes the barbed wire, and as we both 
roll away | pull that hair out of my head and hold it up to the crowd. Now that you’re 
dazed, | pick up you up again and throw you bodily onto the flaming oil! 


Eric is avoiding the Bad Shit himself, costing 2 Momentum (and now he’s down to 
1). Then he rolls +Body for the WRESTLING Move, and hits on an 11. It would cost 3 
Momentum for Sarah to INTERRUPT to stay out of the Bad Shit now, and so she has no 
choice—Bell Adonna goes into the flaming oil! Sarah checks one Injury (her first), gains 
2 Momentum (1+Current Injuries), and takes control of the match. Though she will 
also have an Injury from Eric’s earlier HARDCORE Move, because that check isn’t made 
until after the match, it doesn’t figure into this calculation right now. 


After more back-and-forth action that sees each wrestler take another Injury, Nathan 
finally calls for the end of the match, which Bell Adonna is BOOKED to win. Sarah nar- 
rates how Bell Adonna traps Marco’s arms between two strands of the barbed wire and 
twists them together, making the Veteran finally submit from the pain. Bell Adonna 
has Real 0 and Audience +2, so Sarah adds the higher score of +2 to her FINISHING 
Move. She ends up hitting it on a 10+ and taking her +1 Audience as a reward. 


The players now run through the DEATHMATCH FALLOuT before narrating the end of the 
segment, each rolling +Real. Bell Adonna has Real 0, and Sarah rolls an 9—but she has 
1 Momentum left, and she spends that to hit the 10+. Sarah erases down to 1 Injury 
check, and chooses to appear unexpectedly and make the Over Move in the next Epi- 
sode. Then, she checks an Injury, as the result from the HARDCORE Move catches up 
with her. Since the Hardcore gains Heat with whoever injures them, Bell Adonna still 
gains +1 Heat with Marco, but she does have 2 Injuries going into the next Episode. 


Eric, however, rolls snake eyes for Marco! He narrates how the Veteran passes out from 
the pain, and then the ring crew realizes that he’s actually unconscious. They call outa 
stretcher and rush him to a local medical facility as the Episode goes off air. Eric needs 
to play another NPW for the next Episode. When Millionaire Marco comes back, he 
will erase one of his 2 Injury checks and start with an additional +1 Momentum. Since 
he’s injured, he'll be able to pull out of any match he wants... but if he does wrestle, 
he’s going to start with a lot of Momentum, a big advantage over his next opponent! 
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EMPTY ARENAS & EMPTY ARENA MATCHES 


Traditionally, an Empty Arena Match showcases a brutal brawl between blood rivals, so 
simultaneously personal and violent that it would put a live audience in danger—or so 
necessary that the wrestlers couldn’t wait for a regularly scheduled arena show. 


For a one-off match that is essentially a brawl, treat it as a Hardcore Match (p. 83). 
The live crowd will be back soon and a single match that they had to watch on a screen 
is just part of the show. 


However, in the era of global pandemic, live crowds can’t assemble, so even regular pro- 
gramming is aimed at the viewing audience instead of at the non-existent live crowd. 


For an entire Episode (or Season!) that takes place in empty arenas, think about what 
this means for your Promotion’s presentation, and any changes it makes to accommo- 
date the lack of a crowd. Each wrestler’s Audience still represents their popularity with 
the remote viewing audience. However, some wrestlers who work well with a live crowd 
may need to adjust their approach to performing, while others have a skillset that actu- 
ally works better over video. 


To run multiple Episodes in empty arenas, the following applies to Basic Moves: 


> Nobody can make the Work THE AUDIENCE Move or get CHEAP Hear. There’s no 
audience to Work, and the in-the-moment call-and-response of CHEAP HEAT 
doesn’t translate over video. 
Nobody can make Moves that roll +Audience on camera (this impacts the Ace 
and the Anti-Hero, as well as any Custom Moves). 

* You can still make the PLay Potitics Move as normal. Rolling +Audience still 
represents how much influence your popularity gives you to try and get your 
own way. 


In addition, empty arenas change how Audience works: 


* Do not adjust Audience during Episodes, but note any time you would gain (or 
lose) Audience. 

* At the end of the Episode, all wrestlers simultaneously adjust their Audi- 
ence before determining who is in the Top Spot. The next Episode starts with 
everyone at their new Audience scores. This represents how there’s a time lag 
between your performance and finding out how it went over with your remote 
audience. 

Æ All wrestlers who would gain the Top Spot after this one-time Audience adjust- 
ment share the Top Spot. Anyone bumped out of the Top Spot resets to their 
“starts and resets to” Audience as normal. 


Momentum also works a little differently: 


> Momentum can be saved between Episodes. 

Æ Start each Episode with whichever gives you more Momentum, your Audience 
score or what you kept from the last Episode. You do not add them together. 

% Anyone in the Top Spot who happens to carry over more than 3 Momentum 
can still spend it on the Over Move options, and keep the remainder for the Epi- 
sode. (i.e. if you have 5 Momentum from the previous Episode and then start in 
the Top Spot, you can spend 4 on the Over options and start the Episode with 
1, or 2 and start with 3, or any other combo you wish). 
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And finally, add RESHooT to the Basic Moves list. One advantage of the lack of a live 
crowd is that it’s easier to reset or redo a segment that doesn’t work. 


Reshoot: When you don’t like how things are going or you want to try it another 
way, spend 2 Momentum and pick one: 


mẹ Reframe the segment to your liking (including who’s present, the setting or 
scenery, the premise, or anything else that you think could be better). 

im Change a stipulation that’s been made in the segment, or something else 
about an upcoming match that was addressed in the segment. 

i> Allow another player’s wrestler to roll on one of your stats for a Move. They 
still pick the results and/or take the consequences for the Move. 





You can use Reshoot during a match when you have control and it makes sense to 
reshoot something about the match (maybe for someone in particular to have been 
ringside the whole time, or to add or change a stipulation right as you start the match). 


You can use Reshoot after a Botch to shift how that impacts the segment, but you 
can’t override a Botch with Reshoot. Once something happens it happens, but you can 
reshoot the context around the Botched Move if you have the Momentum and a better 
idea for how it should play out. 


EXHIBITION MATCH 





Exhibition Wrestling: Narrate a sequence of maneuvers and moments that lead 
up to a showcase spot. This showcase is something you want people to remember 
about the match. 
mẹ If you showcase your physical strength, acrobatic skill, or a signature maneu- 
ver that requires incredible athletic ability, roll +Body and check it off. 
i> |f you showcase your technique, create or subvert what the audience 
expects to happen next, or demonstrate a signature maneuver that requires 
high-level wrestling skills, roll +Work and check it off. 
mẹ |f you work with your opponent to showcase an innovative or exciting 
maneuver that requires both of you to succeed, roll +Heat with them and 
check it off. 
m |f you have a Move that allows you to roll another Stat for the Wrestling 
Move, check off your choice of the above. 
XÆ Ona 10+: the crowd pops as you nail the spot. Retain control of the match and 
choose whether you cash in your checks for Momentum. 
* Ona7-9: you keep their attention. Choose whether to hand control of the match 
to your opponent or retain control of the match. 
Æ Ona Botch: you botch the spot. Your opponent describes how they counter you 
(or save you from disaster) and takes control of the match. Erase one check. 
During the Match: 
iit When you cash in your checks, gain Momentum equal to Stats checked, and 
erase your checks. 
mẹ Roll +Stats Currently Checked for your FINISHING MOVE. 
m After the match, win or lose, gain Momentum equal to Stats Checked at the 
end of the match. 
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This match showcases the art of wrestling for its own sake. This stipulation makes for a 
longer match and asks more of the players’ creativity, as the wrestlers use a variety of 
strategies to gain an advantage. 


This kind of showcase should be full of back-and-forth action, with the bulk of Momen- 
tum coming from cashing in on using many different Stats over the course of the match. 
Each time you use a different Stat for the EXHIBITION WRESTLING Move, make a check- 
mark next to it. Sometimes you'll be able to cash in your checks, reaping the rewards of 
displaying different styles of wrestling in the match. When you cash in your checks for 
Momentum, gain Momentum equal to the Stats you currently have checked, and erase 
all checks. Each Stat can be checked only once before being cashed in, but once checks 
are erased, they can be checked again. 


When the BOOKED winner makes their FINISHING Move, they roll +Stats Currently 
Checked. After the match concludes, all wrestlers involved in the match gain Momen- 
tum equal to the Stats they had checked at the end of the match (and erase all checks). 


MOUNTEVAN'S RULES 


This is a structure for classic British grappling, adding layers of rules in order to create 
storytelling potential. Like everything in wrestling there are variations based on the pro- 
moter’s goal for the match, but if you want to play out a match that could have aired on 
World of Sport (p. 158), use MOUNTEVAN’S RULES. 


Mountevan’s Rules: Narrate a sequence of maneuvers and moments that lead 
up to a showcase spot. This showcase is something you want people to remember 
about the match. 
mẹ Ifyou showcase your physical strength, acrobatic skill or a signature maneu- 
ver that requires incredible athletic ability, roll +Body. 
mẹ |f you showcase your technique, create or subvert what the audience 
expects to happen next, or demonstrate a signature maneuver that requires 
high-level wrestling skills, roll +Work. 
mẹ If you work with your opponent to showcase an innovative or exciting 
maneuver that requires both of you to achieve, roll +Heat with them. 
æ Ona 10+: the crowd pops as you nail the spot. Retain control of the match and 
either take +1 Momentum or trick your opponent into taking a public warning. 
xÆ Ona7-9: you keep their attention. Choose whether to hand control of the match 
to your opponent and take +1 Momentum or retain control of the match. 


* Ona Botch: you botch the spot. Choose whether you take a public warning and 
keep control of the match, or your opponent describes how they counter you (or 
save you from disaster) and takes control of the match. 

m When a wrestler takes their third public warning, their opponent is awarded 
a fall. This BooKs them to win the match (or win the fall, if playing a multi- 
ple-falls match). 





Mountevan’s Rules Interrupt: When you want to take control of the match, pick 
one in order to gain control of the match and narrate the next sequence: 


m ~Spend 1 Momentum and narrate how you counter, disrupt or otherwise 
interrupt the current sequence. 

mẹ Take a public warning and narrate how you break the rules to take charge of 
the action. 
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This match is often a Two-Of-Three-Falls Match (p. 85). A fall is awarded for a pin- 
fall, a submission, a knockout (if the wrestler fails to get up within a 10-count in or out 
of the ring) or a technical knockout (the referee deems that the wrestler is unable to 
continue). The referee starts the 10-count for a knockout as soon as a wrestler is down 
on the mat, both inside and outside of the ring. Finally, a fall can awarded for a disqual- 
ification on public warning. 


The referee gives a public warning to a wrestler for breaking rules (like going over the 
top rope, striking with closed fists, holding their opponent in the ropes, etc.). Upon the 
third public warning received, their opponent is awarded a fall. This creates the addi- 
tional tension of the wrestlers getting public warnings while being tied on falls, as well 
as the opportunity for deceitful wrestlers to trick their opponents into unfairly drawing 
public warnings. 


Use the MOUNTEVAN’S RULES Move instead of the standard WRESTLING Move, and the 
MOUNTEVAN’S RULES INTERRUPT Move instead of the standard INTERRUPT Move. 


This is also a suitable stipulation to run as a Straight Match (p. 83). 


MOUNTEVANS RULES MATCH 


Matthew is entering the game with a new wrestler, a villain of a British Technician 
named Lord Victory Gray. To make his big debut into the company he issues an open 
challenge to wrestle anyone in a Mountevan’s Rules Match. Madame Lash has 
been looking for a fresh challenge to show off her development in the ring, so 
Anna narrates how she comes out to answer the challenge. Nathan declares 
that it will only go to one fall, so the first pinfall, submission, countout or accu- 
mulation of 3 public warnings will end the match. 





The first half of the match goes quickly, with Lord Gray testing out Madame Lash, and 
the Provocateur teasing and mocking the serious grappler—until Lord Gray catches 
Madame Lash in a headlock and starts grinding his chin into the top of her head 
when the referee isn’t looking! Matthew has control of the match and gets a 9 on the 
MouNnrTEVAN’s RULES Move, taking 1 Momentum and turning control over to Anna. 


Anna: | drop down to my knees quickly, bouncing his chin off the top of my head to 
break the hold. 


Matthew: Perfect, | windmill my arms and stumble back to regain my composure. 
Anna: | quickly spin and kick your legs out from under you, then roll you up in my 
“Very Good” Schoolboy pin! 


Anna rolls and gets a Botch! She doesn’t want to relinquish control yet, so she chooses 
to take a public warning instead. 
Anna: l’m not sure how these work, what would that mean in this position? 


Nathan: You need to break the rules somehow—are you holding his tights? Or do 
you have your feet on the ropes for leverage? Those are both “illegal” in this match. 


Anna: Oh, I’m totally using the ropes. The ref counts 1, 2, then sees my feet. 


Nathan: He shakes his finger at you, then punches his hand up in the air with one 
finger, for the first public warning! 

Matthew: Good timing—I’m going to spend a Momentum to Interrupt, as Lash lets 
me up after taking the warning. | grab her wrist, twist it up behind her back and 
march her into the center of the ring in my signature Lord’s Hammerlock. 


Anna: | make some wry aside about liking it this way, but then grimace as | realize | 
can’t get out of the hold. 


Matthew rolls for the MOUNTEVAN’s RULES Move and gets an 11! He can take his 
Momentum... or he can trick his opponent into taking a public warning. 
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REGAL WRANGLE 


Regal Wrangle: Narrate a sequence of maneuvers and moments that lead up to 

you attempting to eliminate an opponent by sending them over the top rope. 
mẹ Ifyou use your superior strength or athleticism, roll +Body. 
mẹ |f you use your knowledge of leverage and superior ring awareness, roll 

+Work. 
mẹ Ifyou team up with someone else to do it, roll +Heat with the wrestler who 
helps you. 

* Ona 10+: the crowd pops. Retain control of the match and take +1 Momentum. 
Choose whether they are eliminated, or they stay in the match because the next 
entrant enters the ring. You choose the entrant. 

* Ona 7-9: they don’t quite go over and are still in the match. Choose whether to 
hand them control of the match and take +1 Momentum or retain control of the 
match and pick the next entrant. 

* Ona Botch: they were ready for you and you get taken to the top rope! They take 
control of the match. You can spend 1 Momentum to stay in the ring, or you get 
dumped out, and take +1 Heat with whoever dumped you. 
mẹ Any time a player’s wrestler is in danger of elimination, they can use the 

INTERRUPT Move to save themselves (and take control of the match, as usual). 





This is a timed-entry, over-the-top-rope Battle Royal, a showcase elimination match 
that’s a great centerpiece for a one-shot Episode or big storyline event. Two compet- 
itors start in the ring, then others enter at staggered intervals. Wrestlers can only be 
eliminated by being thrown over the top rope. The last one standing is the winner! 


Creative decides on who starts in the ring. Replace the standard WRESTLING Move with 
the REGAL WRANGLE Move. 


In addition to entrants introduced through the Move, Creative introduce new compet- 
itors whenever they feel it’s appropriate. Any time there’s a lull in the action, bring in 
another wrestler! Plan on introducing at least as many NPWS as there are players in 
order to create a suitably chaotic atmosphere for this match. 


Handle BOOKING a Regal Wrangle like any other Battle Royal (p. 87), including decid- 
ing whether to BOOK a winner beforehand or let the events of the match determine the 
ultimate victor. 


Matthew: Oh, this is perfect. So, you’re struggling enough that I’m pretty sure 
you’re not going to submit. Instead, I’m going to trick you into another warning. 

l let up the hold just enough for you get at my face with your other arm, and even 
though you're just trying to grab something to release the pressure, as soon as your 
arm touches my face | yell and stumble away covering my eyes, like you raked me or 
poked me in the eye. 


Anna: | do have these long nails! 


Nathan: The ref crouches down and checks, and you convince him that Madame 
Lash got you with an illegal eye-poke. Public warning number 2! 


Matthew is still in control of the match, and now Madame Lash is only one public 
warning away from losing, in addition to a potential pinfall, countout or submission. 
Though Nathan hasn’t revealed the booking to the match quite yet, if either player 
draws another public warning for the Provocateur, she is going to lose the match 
regardless of the original plan. 
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MATCH PSYCHOLOGY 


The scripted nature of wrestling makes it a unique genre of storytelling. The rules for 
World Wide Wrestling you’ve read so far concern playing out matches from the per- 
spective of the imaginary viewing audience—and so, the perspective of everyone at 
your table working together to tell a fun story. This section dives into what’s called 
“match psychology,” the logic that structures why wrestlers do what they do at different 
times. This is not a set of rules for what you should say during your matches; rather, it’s 
an exploration of the assumptions of the form that you can use to to make decisions 
about the stories you want to tell between the ropes. 


THE BASICS 

Every match tells a story. The structure of this story is set by the constraints of the com- 
petition itself—is there a reward beyond simple victory, like a Championship or mask? Is 
the win condition more favorable to one wrestler than the other, like how street fights 
favor brawlers over technical wrestlers? Are there others involved, like a guest referee 
with an ongoing feud with one of the competitors? These up-front constraints tele- 
graph the goal of the match to the audience, creating an expectation of when and how 
the match will end. Just as you have to know that a three-count wins the match for a 
kick-out at two to be exciting, you have to know that the guest referee has a grudge 
against one of the wrestlers for their hesitation to count a pin to create tension. During 
the match, guided by the constraints as established, the wrestlers use familiar patterns 
to engage the audience’s emotions by setting up expectations and then either fulfilling 
or subverting them. This is psychology. 


In one oft-repeated metaphor, the story in a match is written sentence by sentence. 
Just like words on a page, they need punctuation, spaces, and section breaks in order 
to create meaning. The physical actions the wrestlers use tell the story by displaying 
emotion and demonstrating character. First, there are broad categories of moves that 
“belong” to each role, babyface and heel: 


> Babyfaces speed things up, use their bodies as weapons (to show they’re willing 
to persevere through pain), and excite the audience. 

* Heels slow things down, bring the action to the mat, and use strikes or illegal 
weapons (to inflict pain at arm’s length). 

* The babyface builds momentum to bring the crowd in, then the heel cuts them 
off to bring the crowd down. This gives the match a beat to follow, like nodding 
along to a song. 


This is all in the meta-framework of wrestling as an elemental battle between good and 
evil. The basic goal is to get the audience cheering the babyface and booing the heel. 
Moving slowly and deliberately, using “boring” strikes and headlocks, and cutting off 
the fan favorite right before they get to their big move are all ways for the heel to antag- 
onize the crowd. The babyface comeback is an important turning point in the match, 
where the audience finally gets to cheer their hero on. The comeback only matters if 
there’s something to come back from. This is often why the heel controls the beginning 
of a match, grounding their opponent and throwing them around with abandon. This 
gives the audience time to get on the hero’s side as they build up to their comeback. 


This process repeats, with variations, throughout the match. Each time the babyface 
gets cut off or grounded pulls the crowd more onto their side; every time the heel takes 
a pounding, the crowd gets more cathartic relief to express with their cheers and jeers. 
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THE STRATEGY A FAN'S PERSPECTIVE 


In the fictional universe of the match, each This section comes from watching a lot of wrestling, 
wrestler wants to win, and has some kind thinking about it critically and listening to how wres- 
of plan to do so by leveraging what they're EE CAIETE Ea ALAT A te 
good at and capitalizing on their opponent's FRISEMICE Byatt aah en oa A 


physical weaknesses and character flaws. interpreted and employed; here I’m aiming to break 
down what I see as the basics and how they relate to 


One common strategic story is working a playing the game. This is meant to be inspirational, 
limb, targeting the knee or arm of the oppo- | at esienys. 


nent over and over, usually because it’s part 
of that wrestler’s finishing move. This creates a race against time—can the challenger 
weaken their opponent’s key weapon enough so that it can’t be used to gain the vic- 
tory? Or will the opponent switch their moves up, riskily abandoning their dependable 
weapon in order to turn the tables? The nuances of this story are highly context and 
character dependent. Imagine this (non-exhaustive) array of possibilities: 





* The spunky babyface works the arm the top heel uses for their elbow drop fin- 
isher. This is a story of hope: if they can just weaken that arm enough maybe 
they can squeak out a win. 

Æ The cowardly heel works the arm the local hero uses for their elbow drop fin- 
isher. This is a story of fear-based cunning, abandoning every other opportunity 
to try for a surprise win. 

Æ The arrogant heel works the arm their babyface challenger uses for their elbow 
drop finisher. This is a story of smarmy confidence, taking away the only realistic 
hope the challenger has. 

Æ The underdog babyface works the arm their ruthless heel opponent uses for 
their elbow drop finisher. This is a story of desperation: they have to disable that 
weapon or else they’re sure to lose. 


The story is rarely about two equally matched opponents. Sometimes, a hero will sim- 
ply demonstrate their dominance over a craven villain—the cowardly heel begs off from 
the beating they know they deserve, only to try for a dirty trick when the babyface turns 
their back. Or a dominant heel will crush a peppy but outclassed babyface, never allow- 
ing them a comeback, laughing at the boos from the crowd as they physically dominate. 
Imbalance creates dynamic tension, so pushing contrasting styles, personalities or posi- 
tions in the audience’s favor together creates fertile ground for drama. 


Awrestler’s strategy doesn’t have to be about working a limb or showing off their supe- 
riority. It could be keeping their opponent on the ground, keeping them outside of the 
ring, distracting them, getting in their head with mind games, or anything else that fits 
the character. When you’re thinking about what you do while playing out a match, ask 
yourself how your wrestler thinks they can win this match, and build their strategy 
around that goal. 


TELLING THE STORY 

The wrestler’s job is to combine all of these elements into a rhythm. The match has ups 
and downs, exciting back-and-forths, and slow rest holds in the middle of the ring for 
breathers. It’s all of this together—the superstructure, the character roles, the efforts 
to get the audience cheering and booing, the relationship between the wrestlers, their 
positions on the card, the strategy each seeks to execute in the ring, and the rhythm 
they establish with their performances—that tells the story of a match. 


= 
nS] 
m 
AN 
— 
= 
Zz 
GY 


MATCH PSYCHOLOGY æ PAGE 97 


Different styles of wrestling, and even different flavors within one style, have their own 
psychology. Some examples include: 


Æx Hardcore matches are about bringing in more and more extreme weapons while 
upping the violence until one wrestler can’t take it anymore. 

* Lucha Libre psychology tends to center on the use of well-understood 
sequences of choreographed moves to build the energy and give the audience 
the assurance that these luchadores know what they’re doing. 

Strong Style revolves around the fighting spirit of the competitors which allows 
them to power through what should leave them lying on the mat. 

Æ Technical matches sacrifice broad strokes melodrama in order to focus on the 
physical control and knowledge of the body each wrestler possesses. Every style 
of match has its own nuances and narrative priorities. 


And, of course, all of these basic structures are ripe for subversion, setting up a “typical” 
match only to wink at the audience as you invert a standard trope. Any individual match 
lies on the spectrum between expected and innovative; it’s usually the quality of the 
story told and not the originality of the story itself that makes it stand out. 


PSYCHOLOGY IN THE GAME 

The nature of how narrative control passes among the players during a match creates 
space for you to create your own match psychology on the fly. When you have control 
of the match you get to fully express your wrestler’s strategy and character, but the use 
of the INTERRUPT Move and the potential of handing narration over on Botches and 7-9 
results on the WRESTLING Move create natural turning points where the action changes. 
In the name of providing a flexible framework, however, the basic wrestling rules don’t 
enforce any particular psychology. Often, the more experienced wrestling fans in the 
group can help to fill in the gaps, intuitively applying match psychology as they narrate 
their wrestlers in the ring. 


But what about players who don’t watch a lot of real-world wrestling? First, try out 
The One-Two-Three (p. 71) as a simple framework for creating rhythm in your 
matches. It’s a little three-part story, with a beginning (the set up or introduction), mid- 
dle (transition or response to an obstacle) and end (the big spot!). When control passes, 
then you have a chance to respond to your opponent and fill in their rhythm, as well as 
think about your wrestler’s strategy—when you have control again, what are you going 
to do next? When someone has a poor roll or narrates how they take a break outside 
of the ring, remember that this is a downbeat for the audience to catch their breath as 
well. Start with the simple stuff and remember that the Moves will push things along 
and the Announcer and Creative are also there to help tell the story of the match—you 
don’t need to think of everything all at once. 


In addition, the Match Stipulations (p. 82) are frameworks to simulate and promote 
specific genres of match with specific reference to the psychology in that style or flavor 
of wrestling action. 

You'll find that, over time, your group will end up generating its own general match psy- 
chology, go-to spots, and expectations. If you cultivate these patterns and incorporate 
them into your matches, it can add a level of depth and meaning to the stories you tell 
in the ring, which then create more resonant and memorable storylines, characters, 
and feuds. 


Enjoy the journey! 
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How to PLAY Your WRESTLER 


CHAPTER SIX 


If you watch wrestling regularly, you’ve probably internalized a lot of what makes 
wrestling work and how performers make themselves larger than life. If you’re not as 
immersed in that world or would like guidance specifically towards portraying a char- 
acter in this game, this Chapter breaks down how to approach playing your wrestler. 


CONCEPT & GOALS 


While your Gimmick describes an archetype, it’s up to you to decide on the core con- 
cept for your wrestler—what’s their deal? The goal of your character’s ring attire, 
entrance music, and even moveset is to communicate that “deal” smoothly and quickly. 
This is why wrestling outfits are so frequently literal and obvious. Cowboy hat, jeans, 
and boots? Well, that’s a cowboy character. Come out in a robe and glasses holding a 
book? Educated, or at least thinks-she’s-smarter-than-you. Explosions, fog machines 
and a light show heralding your entrance? Someone supernatural or bizarre, with the 
entrance already signaling to the audience “suspend your disbelief a little more for this 
one, folks.” 





Be obvious in your choices and pick a concept that you would be excited to see in front 
of you if you were watching your show. The game includes plenty of ways to evolve 
your character over time, so you’re not locked into your initial choices. Doing the obvi- 
ous things (especially for the first Episode or two) makes it easier for everyone to inter- 
act with one another as they gain familiarity with how the game works. As you get into 
a groove and play out a few storylines, you'll be able to change pretty much everything 
about your wrestler, from their outfit to their Gimmick. Even if you copy your favorite 
real-world wrestler, the events of play will quickly push them into new storylines and 
you'll get ideas for how they should develop, making them unique to you. 


WHAT YOUR WRESTLER WANTS 

Get into your characters head. What do you want? This can be simple: “I want to win 
the World Wide Wrestling Pan-Oceanic Championship” or complex: “I want to build a 
stable of cronies, then trade them to Uncle Money for his support in getting me named to 
the Management Council;” abstract: “I want to show that I’m the greatest high flyer of all 
time” or specific: “I want to make Mammoth Marco tap out with my submission finish.” 


These goals are described by the Wants on your Gimmick sheet. When you first make 
your wrestler, you pick one Want. This can be an arbitrary choice or deeply core to the 
character—since there’s no penalty to changing Wants, you can simply switch as the 
events of your Episodes open up or narrow your ambitions. And then, of course, there’s 
the big payoff of an Advance when you have that match in which you fulfill that Want! 
You can define your Want specifically when you take it, or you can leave it relatively 
abstract so that you can fit it into a variety of situations in your feuds. 


Character goals are important for two big reasons. First, they give you a direction for 
your interactions and conflicts. You'll often get pulled into a segment or a match with 
someone you haven't shared the stage with yet, and your Want can be your motivation 
for cutting promos on or forming alliances with them. You will often be able to use your 
Want in order to hook into these situations and make them more relevant to you. 
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Second, your Want gives you something to agitate for as a player. Many Move results 
give you the opportunity to book a specific match or demand a certain segment, and 
you should use those to advance towards your goals. Don’t worry about whether you’re 
“ruining” anything or messing with what Creative has planned—that’s the whole point! 
Creative’s job is to take the swerves you serve up and work them in, not to steamroll 
you with their agenda. 


When you don’t feel a sense of urgency about your current storyline or your upcom- 
ing match, take action to get what you Want. Not only will this be more fun for you as 
a player, it’s how you develop the idea of your character as having an “inner life” with 
ambitions that keep them going in between matches. This is also supported by chang- 
ing Wants. If your Want doesn’t feel interesting or relevant at any time, just change it 
to another one. The shift in your Wants, whether you gain them or not, adds dimension 
to your character over time. 


CUTTING PROMOS 


You'll have ample opportunities to cut promos in this game. Not only will Creative cast 
you into plenty of talking segments, there is always a mic available to your wrestler. 
Just say that you want to say something, and you get time to talk. So what do you say? 
A good promo engages the audience, communicates something new about you, your 
opponent, or your feud, and creates an opportunity for response. 


IN ORDER TO DO THAT, CONCENTRATE ON THREE KEY INGREDIENTS: 
* Who you are. 
Æx What you want. 
x Why you'll get it. 


“Who you are” doesn’t mean just repeating your name over and over. Use promos 
to introduce new aspects of your character, or reveal something that you’ve started 
understanding about yourself and you want to make explicit. The audience only knows 
what you tell them. “What you want” is often the easiest to talk about, because it’s gen- 
erally the reason you’re cutting the promo, but if you are having a hard time making 
your promo “about” something, find a way to make it about what you currently Want. 
“Why you'll get it” could be a description of your wrestling prowess, an aspect of your 
character that makes you unique or superior to your opponent, or a description of how 
your relationship with the fans inspires or motivates you. 


You can deliver your promo in-character or you can describe what your wrestler says 
in the third person. One common way to do it is to deliver the promo in character, and 
then recap the points you’re trying to get across out-of-character “...so my point here is, 
| may not be stronger than Mammoth Marco, but I’m smarter and, in the ring, it’s smarts 
that matter.” 


ONLY AS GOOD AS YOUR OPPONENT 


If you’re speaking directly to. or about another wrestler, it’s good practice to. talk them up at 
least a little bit (unless your character is an insulting jerk, which can work in small doses). 
Defeating an opponent you respect, even grudgingly, makes you look better than defeat- 


ing someone you think is worthless; beating someone strong is more appealing than beat- 
ing someone weak. The audience only knows how you feel about someone by what you say 
about them, so when you build them up in your promo you’re telegraphing that it will be an 
achievement to defeat them. See more about this in Epidiah Ravachol’s essay on p. 163. 
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Japanese Ocean directly into a pinning 
Cyclone Suplex 


Remember—regardless of the smoothness, intensity, or entertainment value of what 
comes out of your mouth as a player, it’s the roll of the dice that decides how well your 
wrestler communicates to the audience. Sometimes, even the best-delivered promo 
falls flat or the most stumbling hits a chord. You don’t need to be really good at talking 
in real life for your character to deliver great promos! 


WRESTLING YOUR MATCHES 


For a deep dive into how to think about what you say and why during a wrestling match, 
see Narrating Wrestling Matches (p..79). At a more conceptual level, the events of 
your game will end up creating patterns in the kinds of matches you wrestle and help 
reveal your preferences and comfort level with how specific or general you like to keep 
your narration. Different players have different levels of investment in wrestling as a 
genre, and it’s totally fine (and expected) that some players will dive into the details of 
particular holds and counters while others will use general terms for their descriptions 
and be more invested in the trash-talking and performative elements of a match. 


Everyone at the table is working together to have a good time, so if you feel like you 
could use someone’s help in narrating out maneuvers and match psychology, just ask! If 
nothing else, your more wrestling-steeped friends will be more than happy to show you 
real-world examples or walk you through a video of a match and explain why they like it 
so much. Conversely, if you’re finding that your focus on nuanced grappling is slowing 
down matches or requiring more explanation than you’d thought, consider zooming 
out your narration to a higher level. Talk about why your wrestler is going for certain 
moves, rather than the minutia of the maneuvers themselves. 

How your wrestler acts in the ring is an extension of their 


personae, and usually in service to their goals and their 
Want. It’s a lot of fun to come up with unique, allit- 


Upwitha  ! | ‘a 
Straight-Jacket erative names for your wrestler’s favorite signature 
oe maneuvers, but you can also bring in things like a 


favored foreign object, elements of their costume, 
or alternative entrances as elements signifying 
the importance of a match. Remember: the pro- 
duction budget for your wrestler is limited only 
by your imagination! 


-1 
AISA 


; ra ...and down with 
The devastating the bridging Suplex 


perdicament! 
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LOOKING GOOD WHILE MAKING 
OTHERS LOOK GOOD 


Wrestling and roleplaying have one key thing in common: they’re both about working 
together to make everyone involved look good. |n wrestling, performers have to trust 
each other and give each other room to show off, so that everyone involved can impress 
the crowd, whether hero or villain. This, in turn, means more audience, more money, 
and more fame for everyone. In roleplaying, players have to trust each other, take turns 
in the spotlight and give each other hooks for other characters to take advantage of, so 
that everyone involved can add what they want to the game while having a good time 
being wowed by each other’s characters and ideas. 


THESE ARE YOUR PLAYER AGENDAS 


Be generous: Ask other players questions about their characters and invite 
them to interact with your wrestler. 


Be positive: Answer questions by building on them. Join in other storylines 
when invited or opportunities present themselves. 


Be obvious: What seems “too obvious” in your head is probably something 
nobody else at the table would come up with. At worst, you will establish a 

baseline to grow from; trying to come up with the most “creative” material 

can lead to paralysis or things too abstract for others to work with. 


These apply when building your initial Heat, when cutting promos on each other in 
backstage segments, and in the wrestling ring. Chapter Five: Wrestling (p. 69) talks 
about how when you have control in a match, you should keep space for your opponent 
to contribute to your narration; then when they get control they should be including 
you in turn. This is a specific, structured example of being generous, positive, and obvi- 
ous in your play. Your contributions reflect back upon you. By making others look good, 
you also look good. The characters compete, but all players share the goal of making 
the most awesome wrestling storylines possible. 


The Critical Palm Thrust ... then release your 
energy, disrupting your 


opponent’s flow and \ 
alte i flying! _ So) 
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How To BE CREATIVE 


CHAPTER SEVEN 


This Chapter is all about what you do when you hold the pencil. We'll start with big pic- 
ture concepts, then outline how everything comes together for a continuing Season 
of play. We'll also detail how to make decisions about rules, and translating the artistic 
aspects of wrestling into your games. There’s a lot to cover, so here’s a quick reference: 





* The Big Picture (starts below). This covers the Agendas, Principles and Moves 
you use as Creative every time you play. 

* Continuing a Season (p. 109). This covers prepping storyline elements 
between Episodes for long-term play, structuring each Episode, and wrestler 
Advancement from Creative’s point of view. 

Æx Creating Drama in Wrestling (p. 117). This covers how the rules and stakes of 
matches build drama. 

Æx NPW Roles on the Roster (p. 120). This covers the role of Non-Player Wres- 
tlers in the game, and explores different kinds you might want to use. 

Æ Creative Committees (p. 122). This covers playing the game with multiple 
players as Creative, as well as two-player games. 


THE BIG PICTURE 


Everything you do in play as Creative boils down to making your Moves, guided by your 
Principles, and in service to your Agendas. 


FIRST, YOUR AGENDAS 


These are all of the things you are trying to achieve through your choices of storylines, 
your booking, your arrangement of segments, and your portrayal of NPWs. 


Challenge, and celebrate, the wrestlers: Your player’s wrestlers are the stars 
of the show, and they’re who you want to see succeed. However, no Cham- 
pion reigns unchallenged. No insult is left unanswered. No friendship is left 
untested. Nobody gets a free ride in World Wide Wrestling. 


Make it look like you had it planned that way all along: This is what makes 
this a wrestling game. The players have agency and will take action that 
changes what you had planned. Your job is to follow their swerves and guide 
them back into the storylines as established thus far in order to create over- 
arching coherent narratives. 


Entertain the imaginary viewing audience: This is who's judging your sto- 
rylines. These are the people who will turn off the TV if they don’t see nar- 
rative resolution. If it wouldn’t make sense to them, use the tools at your 
disposal to make it make sense. And of course, at the end of the day, you and 
your friends playing the game are the true audience. Make yourself smile! 


Each decision you make, from booking to the order of segments to which NPW to intro- 
duce should be accordance with at least one of your Agendas. When in doubt, ask your- 
self if its challenging, if its making something look planned, or if it’s entertaining. It’s 
ok to be just one, but if you can touch all three with a segment or an NPW action, that’s 
the good stuff. 
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NEXT, YOUR PRINCIPLES 


These are your guideposts. Use them to make decisions and to inform what you should 
be saying and describing during any given segment. If you don’t know how to say some- 
thing or need to make a decision about why something happened, take a look at your 
principles, and pick one (or a combination). 


Æ Bea fan of the wrestlers. The wrestlers are who you’re all here to see. Chal- 
lenge them, in the service of seeing them get better. 

> Explain the audience reaction. The audience gives feedback to the wrestlers. 

Explain why they cheer, what they’re reacting to, and why what falls flat doesn’t 

connect with them. 

Describe every gimmick evocatively. The production budget of your imagina- 

tion is unlimited. Use it. 

Describe everything as larger than life. You are working together to make 

modern day myths. 

Make the world seem constructed, but frail. The seams between the kayfabe 

and the legit could break down at any time if the wrestlers don’t work to contin- 

ually maintain the façade. 

Make your Move, but never speak its name. Your Moves are actions, not pro- 

nouncements. Describe why and how, but keep the curtain closed on what, 

exactly. 

Speak through your NPWs. The characters around the player’s wrestlers are 

your mouthpieces. Use them as megaphones or as chorus, as needed. 

Use a real-world cause for a kayfabe effect. Backstage politics and relation- 

ships push booking decisions, often unfairly. 

Use a kayfabe cause for a real-world effect. What happens in the ring spills into 

the wrestler’s real lives, for both good and ill. 

Think offscreen. Prep your elements On Deck (p. 109) , set up ways to bring 

them in and think about what’s happening backstage that explains what you’re 

describing on camera. 

Æ Book for maximum drama. Go big or go home. 


FINALLY, YOUR MOVES 


Your Moves, unlike player’s Moves, aren’t resolved by dice. Rather, they are specific 
things you say at any given time, informed by your Principles and in service to your 
Agendas. Some of your Moves are Soft Moves; you make them whenever the players 
look at you expectantly for what’s coming next. Often, the nature of a segment will be 
defined by a Soft Move, like an interview or a match. 


we 


* * * * 


You also have Hard Moves; you make them whenever a player Botches (rolls 6 or less) 
or when the situation just demands that one be made. The big difference between Soft 
Moves and Hard Moves is that Soft Moves are directed at the wrestling personae in 
question, while Hard Moves impact the real-world person behind the Gimmick or have 
a direct mechanical effect (or both). 


The imaginary viewing audience almost always sees Soft Moves, but almost never sees 
Hard Moves. 
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SOFT MOVES 


x 


* HH ** 


x 


Put a microphone in their face. This could be a scheduled interview, a rival’s 
interruption, a hard question, an accusation of wrongdoing. 

Take the next step for a storyline. This is as your dramatic sense dictates. 
Book them in a match. They could be challenged by an inferior, scheduled into 
one to fill time, or handed one as a reward or a punishment. 

Bring in something On Deck. See p. 109 for this between-session prep. 

Put something they Want at risk. Take a look at their sheet to see what their 
current Want is and put an obstacle in the way of them getting it. 

Announce kayfabe badness. This is something unwanted that happens as part 
of their storylines. A bad guy is underhanded, a good guy makes a mistake, 
management punishes someone unfairly, something important is lost. 

Swerve the storyline. This is going to be contextual to the moment but always 
aim to do something unexpected! 


HARD MOVES 


x 
x 
x 


x 


Your Agendas, Principles and Moves are here to support and guide your focus as you 
play. Everything you say during the game should be productive from the perspective 
of giving the wrestlers an entertaining world, within which they get to show off and 
perform. As part of this performance, of course, the other players are going to throw 
off what you had in mind. These swerves are a core part of play, and you'll be handling 
them often. 


Turn the audience on them. Explain how what they did brings them low in the 
sight of their fans, and they lose -1 Audience. 

Turn an NPW on them. Explain how what they did offends, hurts, or enrages 
their peer, and they lose -1 Heat with the character. 

Create backstage intrigue. This is something unwanted that happens off-cam- 
era but might spill over into their storylines. A dastardly plot, a sudden betrayal, 
an unfortunate affair, a poor decision revealed, a vile rumor, a bad mistake. 
Announce legit badness. This is something specifically bad that happens to the 
character off-camera. Someone is injured, someone is in trouble, someone has 
disappeared, something important is broken, something important is missing. 
Hire or fire someone important. This is going to be an NPW, you can't fire 
player wrestlers (unless they’re at O Audience). Hire someone they hate, fire 
someone they love. 

Push an NPW ahead of them. Explain how 
they are losing a spot and why they’re being inmates eee 
passed over because of their failure. ers are rolling with more frequency, 


Steal their victory. Preferably via their worst | =r) fers hye sceiie tlisy ei 
enemy. switching who has narrative control. 
You should be very selective about 


(For Living Promotions) Remove a Support. 
when to add an additional Hard Move. 


Specifically because of something they’ve 
done (p. 128). 

(For Living Promotions) Add a Struggle. Specifically to highlight trouble 
they’ve caused (p. 128). 
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BOTCHES DURING MATCHES 
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SWERVES 

A foundational element of this game is that the players have autonomy to swerve Cre- 
ative’s plans. This is why Make It Look Like You Had It Planned That Way All Along 
is one of your Agendas. It means that you always roll with it when a player uses a 
Move that changes your BOOKING. Everyone at the table suspends disbelief in those 
moments—you all know that this is a change in some way, because of the rules of the 
game, but you all follow the new BOOKING as if it’s not a change, because that’s what 
maintains narrative integrity to the imaginary viewing audience. How you decide to roll 
with a given swerve is generally going to either Challenge or Celebrate the Wrestler. 
Celebrate their victories, but introduce new challenges as a result of their actions. 


There’s no black-and-white “correct” way to handle swerves. Some cases are clear cut, 
and some are more contextual to the moment and should be considered in context of 
your ongoing storylines. Fundamentally, handling swerves is where your Agendas all 
come together. Here are some common situations and specific strategies. 


Sometimes the swerve is to what you'd already BOOKED but hadn't revealed yet. Most 
often, this is when you BOOK a heel to win a match, and they use the HEEL Move to BOOK 
themselves to win before the reveal. Now you know what the original plan was, but you 
should still focus on the players’ actions and use their narration to guide the resolution 
of the match. It’s important to always acknowledge the players agency in using their 
Moves to swerve the BOOKING, even when it’s not a change to your unspoken plans. 


Of course, when the new BOOKING changes your plans, you roll with that as well. Say a 
wrestler cuts an impassioned promo calling out a NPW that you considered unimport- 
ant so far, using their Cut A Promo result to book a match with them. Do you have that 
NPW step up and spark a new feud? Or do you use their insignificance to showcase how 
dominant the player’s wrestler is in a squash match? It depends on your other plans 
and what the player’s are excited to see, and it might be a different answer at different 
points during a Season. 


You can also use this kind of swerve, where a player makes a specific demand, to 
bring something that you have On Deck (p. 109) into play, or to place someone you 
hadn’t yet considered to be important On Deck for next time. While you should always 
acknowledge the actions of the wrestlers in each scene, let swerves inspire you for the 
medium- or long-term as well as in the moment. 


In addition to very clear swerves made by the results of Moves, you should take into 
account softer swerves created by the players as they play their wrestlers and pursue 
their Wants. If someone puts themselves between the Monster and their next target, 
capitalize on their interference and put them into the feud. If a player consistently 
stands up to the bullies on your roster, it could be time to make a clear antagonist for 
their wrestler in the form of an over-the-top heel NPW who picks on all of the sympa- 
thetic NPWs that the players have demonstrated affection for. 

In Making It Look Like You Had It Planned That Way All Along, you have to pay atten- 
tion to what the players want for their wrestlers; those desires are what make it possi- 
ble for you to best Challenge, and Celebrate, The Wrestlers; and making the judgment 
calls among the conflicting interests going into the swerve is what pulls together the 
ongoing narrative that Entertains The Imaginary Viewing Audience. 
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MULTIPLE SWERVES 


What happens when multiple swerves happen in a row, especially at the climax of a 
match? Remember that the medium of play is the conversation between all the play- 
ers, including you. This conversation triggers the Moves. The order in which the Moves 
are made is based on which player says what and when. Swerves can override earlier 
swerves, but they don’t negate them. Every Move result is seen by the imaginary view- 
ing audience, even if it only exists for a moment before it changes. 


There is one caveat to this: the INTERRUPT Move. Since this is specifically meant to take 
narrative control, it is commonly used to stop another Move after it’s declared or trig- 
gered, but before it has an effect. This means that an INTERRUPT should be made before 
the player being interfered with rolls their dice or decides on their results from a Move. 
There may be a chaotic moment where the players all say what they’re doing at about 
the same time, including someone rolling the dice. When that happens, it falls to you 
to hash out how to best apply the Moves and in what order. 


Your job is to parse everyone’s intention and make a judgment call about what happens 
when. Your goal is to preserve everyone’s ability to impact the game with their available 
resources (Moves and Momentum), while respecting the reality that sometimes some- 
one is just in a better fictional or mechanical position to get what they want. 


CONSIDERING MULTIPLE SWERVES 





A Heel Anointed is in a match with a Babyface Anti-Hero. You haven't revealed the 
booking of the match yet. As the action heats up, the Anointed narrates how they 
untie a turnbuckle pad to keep the ref distracted so they can hit their opponent with a 
chair behind the ref’s back—the player spends 2 Momentum to make the HEEL Move 
and BOOKS themselves to win the match. The Anti-Hero player nods along, playing up 
their desperation, and then says: 





[J RULES? WHAT RULES?: When you break the rules in a match 
to your own advantage, roll +Look. Ona 10+, you get away with it, 






Wait, before you hit me with the 


chair, I give you a low blow and BOOK the finish of the match on the fly. 
grab the chair myself! On a/7-9, choose: you get away On a Botch you are BOOKED 
oan with it and gain +1 Momentum, to lose the match by DQ 
This is making the RULES? WHAT | oryoudon'tand gain +1 Heat (and gain +1 Momentum). 


RULES? Move from their Gimmick. The | with your opponent. 
Anointed is still booked to win in this 
moment (because of their HEEL Move). The Anti-Hero player rolls the dice. 





Æ Say they get a 10+. The Anti-Hero gets away with it and BOOKS the finish on the 
fly; the player narrates how they steal the chair, hit the Anointed with it before 
the ref turns around, and then toss it away and fall into the pin to win the match. 
This still incorporates and builds on the Anointed’s narration, but since the Anti- 
Hero got their best result, they get to change the BOOKING. 


Æ Say they get a 7-9 and pick the “you get away with it...” result. This doesn’t 
involve BOOKING the match, so they get away with the low blow and even the 
chair shot in terms of what the audience sees—perhaps the ref doesn’t turn 
around until after the chair is thrown out of the ring. But the Anointed is still 
BOOKED to win. The players thus need to narrate how the Anointed wins the 
match despite the rules-breaking maneuver. Perhaps the Anointed takes the 
hit while the ref is distracted but rolls out of the ring and uses the 10 count to 
recover themselves before suckering the Anti-Hero into a pinning predicament. 
Both Moves are honored, but there’s some negotiation to do at the player level 
to make the fiction in the moment fit the Move result. CONTINUED 
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Æ Say they get a 7-9 and pick the “you don’t (get away with it), and gain +1 Heat...” 
result, which seems a little more natural in this particular situation. The ref turns 
around in time to see the Anti-Hero with the chair and pulls it out of their hands, 
occupying them such that the Anointed gets a quick rollup pin. This preserves 
both swerves. 


Æ Say they Botch, so they “are BOOKED to lose the match by DQ...”. This doesn’t 
change the BOOKING (they’re already BOOKED to lose), but the DQ changes 
the specific narration in this case—the ref turns around in time to see the Anti- 
Hero holding the chair and immediately calls for the disqualification, instead 
of just pulling it out of their hands and yelling at them. This doesn’t swerve the 
result, but it does change the context for narrating it, as the Anointed gets their 
BOOKED result of winning the match directly out of this Botch. 





What happens if multiple players want to INTERRUPT each other in sequence? The intent 
of the INTERRUPT Move is to give a player who does not have control the ability to doa 
thing when they otherwise would have to rely on their opponent to give them an open- 
ing. In general, once somebody makes the INTERRUPT Move, they start their sequence 
or make their next Move before they can get cut off themselves. As a baseline, players 
can’t use INTERRUPT to cancel out another player’s INTERRUPT—they have to give the 
player a chance to do the thing they interrupted for before interfering in turn. That 
said, the choice of what INTERRUPT impacts what and when is ultimately a judgment call 
for Creative, based on the tone and direction of the match. 


CONSIDERING AN INTERRUPTION 


Going back to the start of the sequence, say the Anointed (who’s in control of the 
match) narrates how they go to untie the turnbuckle pad, even saying: 


E I’m going for the Heel Move here... 
jo The Anti-Hero player replies that they want to INTERRUPT, paying their 1 
+ 


^ Momentum to do so. This doesn’t prevent the Anointed from using the HEEL 

Move entirely, but the player does needs to pause and see what the Anti-Hero 
does first in order to respect that player’s INTERRUPT. The Anti-Hero then makes their 
RULES? WHAT RULES? Move and finds out the result. The Anointed then decides whether 
the HEEL Move is still necessary, or to let the moment pass and follow the Anti-Hero’s 
lead now that they have narration. 






The HEEL Move now builds on the Anti-Hero’s Move, instead of the other way around. 


One specific reason for waiting to see how the RULES? WHAT RULES? Move comes out is 
that the Anti-Hero could Botch the roll, which would give the Anointed the win without 
having to spend their Momentum on the HEEL Move at all! 


However, if the Anointed pays their 2 Momentum, declares the HEEL Move, describes 
what happens, and play moves on from there, then the moment has passed. The Anti- 
Hero can’t retroactively INTERRUPT just because they don't like the details of what the 
Anointed does after stealing the win, for example. 


CONSIDERING MULTIPLE INTERRUPTIONS 


Going back to the Anti-Hero making their INTERRUPT Move, say they then narrate 
their RULES? WHAT RULES? Move. If they roll a 10+ and BOOK themselves to win the 
match, the opportunity now goes back to the Anointed to INTERRUPT, take control of 
the match, and then make their HEEL Move to BOOK themselves to win. The under- 
handed action they take to win will now be in context of the Anti-Hero successfully get- 
ting away with their rule-breaking shenanigans. Again, the second INTERRUPT doesn’t 
cancel out the first one, it builds upon it. 
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CONTINUING A SEASON 


This section covers structure and advice for playing a multi-Episode continuous game 
of World Wide Wrestling, called a Season. 


Æx If you want to build a custom Promotion for your Season, that’s covered in 
Chapter Eight: Building Your Promotion (p..125). This includes playing out 
Invasion Angles with rival Promotions. 

Æx Ifyou want to explore playing out the lives of the wrestlers on the road between 
shows, that’s covered in Chapter Nine: Going Beyond the Ring: The Road (p.147). 


BETWEEN EACH EPISODE: ON DECK 

In between Episodes, take some time to think 
about the events of play and come up with BANG BANG 
exciting, dynamic changes and additions to Eaua- aur KOEI See Ua clay 


drive the game onwards. These elements are | wi Gie rsh E 
i a Ron Edwards in his 2001 RPG Sorcerer. There, he 
On Deck,” waiting to be sent out when the 


l l says, “Bangs are those moments when the char- 
action slows, or you have a good opportunity R 27% they have a problem right now and 
to complicate what the wrestlers are doing. have to get moving to deal with it.” In the 2012 
Below are some guidelines for making wres- | guil\ ONS SO —T CSS | TCT 8 6 
te th » . that it may not be ignored.. .when the Bang hits, 
tling-appropriate “bangs” for this game. Conve- ; y 
; , , , you have no idea where things will go now. 
niently, things On Deck don’t necessarily need l l 
‘ For this game, this means you should come up 
to make sense in the moment. They are a great T l T 
with beginnings, not endings, complications, 
place for you to place the NPWs and feuds that | g 
you've come up with but haven't had a chance 
to surface yet. After all, the creative staff of your company always has a new character 
to debut or a new angle to try out. 


For each player, come up with one element On Deck. If it’s something that you’re 
excited to drop on them when they Botch a roll, then it belongs on the list. Here are 
some helpful categories for On Deck elements: 


A New Challenger: The player’s wrestlers can be involved in multiple feuds. 
Find or create a pretext and introduce a new challenger for a wrestler who 
you feel is getting off easy or doesn’t have enough to do. Debut the chal- 
lenger in way which demands a response—interrupting a match, kidnapping 
a partner, a parking lot beatdown, stealing a prized muscle car, etc. 


A Betrayal: Every team, stable or partnership includes the chance it'll split 
up. Offer one member something they really want or insert the influence of a 
third party. Make the benefits of enacting a betrayal clear to a player’s wres- 
tler, or make the betrayal be sudden and brutal if you have an NPW to use. 


A New Responsibility: This could be on-camera, like a wrestler being made a 
special guest referee for a match between two wrestlers they hate, or back- 
stage, like giving the character booking oversight for a feud. 


A New Valet or Mentee: While wrestlers can gain valets or other compan- 
ions of their choice with Advances, you can also arbitrarily assign them one. 
This works best when the two characters have a contentious relationship, 
whether on-camera or backstage, or when it’s an obvious setup for some 
kind of underhanded deal. 
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A Stable: Similarly, you can add wrestlers to tag teams or stables as you’d 
like. Again, creating a stable with characters who have conflicting agendas or 
interests creates the most dynamic tension. 


An Off-Camera Relationship Surfaces: This can be an on-camera revelation 
of an off-camera relationship, or you can introduce a thus-far unacknowl- 
edged or unseen off-camera relationship. The wrestlers in question could be 
lovers, best friends, unknown children, bitter enemies, or any other destabi- 
lizing relationships you can think of. 


A Locker Room Confrontation: A great place to settle real-life issues is in the 
locker room. This could be entirely off-camera or put on-screen as a segment. 
Especially when you feel like the players are treating the NPWs unfairly, this 
is where you can lay that issue out for all to see. 


A Rumor (Founded or Unfounded): Use an NPW to spread, ask about, or 
implicate a player’s wrestler in a rumor. The great thing about rumors is that 
they’re wide open to embellishment and can turn out, in the end, to be as 
true or as false as play demands. Use rumors to put pressure on the elements 
of a wrestlers that their player is most invested in and see what happens. 


...Or Anything Else: You aren’t bound by these categories if you have ideas 
that don’t fit into them cleanly. They’re an aid, not a straitjacket. 


The core idea of an element On Deck is that it’s an exciting thing that demands 
response from the players but doesn’t telegraph a particular resolution. 


Players will take things you thought would make them balk and embrace them; they'll 
also take something you thought wasn’t a big deal and react like it changes their careers. 
Come up with cool stuff you want to see in play and drop each in at an opportune 
moment. Just be ready to change your mind about what you thought would happen. 


Kade “Juke Box” Thornegage 
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EPISODE STRUCTURE 


Each Episode of play follows the same basic format: establish some matches, bracket 
them with lead-up and fallout, discover what happens once the wrestlers cross paths, 
and use the results to guide what happens next—and all with an eye towards entertain- 
ing the imaginary viewing audience. The smallest unit of the Episode is the segment. 


A NON-EXHAUSTIVE LIST OF SEGMENTS 
Interviews: Put a mic in a wrestler’s face and ask them some questions. 
These can be pre-taped and now playing for the viewing audience, broadcast- 
ing live from backstage, or live in the middle of the ring. 


Vignettes: Short scenes that showcase something about a wrestler’s person- 
ality, agenda, lifestyle, or goals. These can be high-concept and slickly pro- 
duced or shot mockumentary style to capture something “from real life.” 


Matches: Wrestling! The bulk of your matches will concern the player’s wres- 
tlers, but you can also narrate a summary of NPW matches when appropriate 
or to introduce a new NPW who will soon be crossing paths with the stars. 


Backstage: Catching up with a wrestler in real-time, before or after an event 
like a big match or a surprise appearance. These often transition into inter- 
views, but can simply be a camera following the wrestler as they emote. 


Off-Camera: A look at the interactions of the performers as pros when the 
audience isn’t watching. These can capture the fallout from a big swerve or 
BREAK KAYFABE attempt, or be used for in-character discussion about a sto- 
ryline or upcoming event. The PLay Potitics Move is generally only able to be 
used in an off-camera segment, along with some Gimmick Moves. 


Commercial Break: You may want to simply establish a break between one 
sequence of segments and the next, but you can also play up the local spon- 
sors for your Promotion or use a commercial as a kind of vignette. Off-cam- 
era interactions can also happen “during the commercial break” when the live 
crowd is off getting popcorn. 


Pre- and Post-Show: Use these to set up anything you want the wrestlers to 
know about going into the Episode, introduce new backstage NPWs, or to 
have an in-character debrief afterwards. 


As with the first Episode, you book each Episode ahead of time and choose the seg- 
ments to use to fill out the show. If a player wants a specific segment and it makes 
sense for their storylines, slot it into what you already have planned. Players will also 
naturally create segments by interrupting each other’s promos, running-in to matches 
in progress, or otherwise jumping in with what their wrestler does before, during or 
after a match. This will often trigger an appropriate Move, and you should fill out the 
details around that Move to create a new segment. This is expected! You will always 
have some player-initiated segments and matches to work into your Episodes. 


While you can certainly count on players to add their own business, one of the most 
important things for you to do before each Episode is to come up with your own agenda 
for play. You need wrestlers, vignettes, and plans of your own in order for the storylines 
for your game to reach their full potential! Your main tool for this is putting things On 
Deck, as decribed in the previous section (p. 109). 
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ORDERING THE CARD 

Once you finish The First Episode (p. 17), you’ll have a collection of potential feuds 
and storylines that need cultivation to grow into the operatic clashes that the best wres- 
tling can be. The ideas you put On Deck add to these to keep things interesting and var- 
ied, and should generally be used to inject more drama to the player-driven storylines 
which arise in play. Your goal is to combine what you and the other players want to see! 


Between Episodes, when you're putting things On Deck, make some notes on the feuds 
ongoing from the previous Episode and decide which segments and matches will fur- 
ther them. Once you have some next steps in mind, put these segments together into 
your plan for the next Episode. This is the card. A typical wrestling card has a logic to it: 


Æ Put something big and exciting on early, to pop the crowd and get everyone’s 
blood pumping. High-flying tag team matches are great for this, or sending out 
a crowd favorite to squash a local jobber to get the fans cheering. 
Foreshadow each important match with an interview or vignette focused on 
those competitors. 
Put something to cool down the action between the most important matches— 
these can be lower-stakes matches, non-wrestling segments or off-camera seg- 
ments that happen while the live audience is watching the popcorn stuff. 
The more prestigious the Championship, the later it goes on the card, whether 
it’s being defended or simply shown off. 

Æ End the show with your biggest draw! This could be the wrestlers who are the 
most popular, the biggest title defense bout, or the biggest multi-participant 
wrestling match. 


Part of ordering the card is BOOKING the winners of each match. Do this according to 
your sense of drama and what you think will make the most satisfying long-term story. 
If in doubt: 


Æ BOOK a babyface to lose in order to gain audience sympathy and get the crowd 
rooting for them in the rematch. 

BOOK a babyface to win in order to establish or cement them as a fan-favorite. 
BOOK a heel to lose in order to give them motivation for revenge in the rematch. 
BOOK a heel to win in order to build up the desire for the crowd to see them get 
their comeuppance when they ultimately face defeat. 


HHH 


Because the players can (and will) override your booking, you shouldn't plan more than 
a match or two ahead. Just think about what you want to see as the result of the match 
(from a rematch to the dissolution of the feud) and BOOK with that in mind. The next 
section on Booking Matches (p. 113) goes into detail on how matches start and end. 


When to end a storyline? Gaining a Championship is a good natural ending point, as is 
a match with a particular stipulation that definitively delivers a winner. Use your judg- 
ment, while also letting the actions of the players guide you. In a Season of play any 
feud that sees the same match more than three times in a row is probably in need of 
changing up, either by adding another dimension to the storyline or by capping it off 
with a major blowoff match. Always remember that whenever your booking is swerved, 
it’s an opportunity to revise the storyline, which can include ending it and starting 
something new. Finally, if a player loses interest in their feud and starts agitating (or 
forcing) other ideas, you should run with those. 
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BOOKING MATCHES 

Each wrestling match has a story to tell. Some are quick affairs to showcase a new char- 
acter or demonstrate dominance. Some are key to a single storyline, but otherwise 
unimportant to the overall Episode. Some are filler between the highlights of the show. 
And some are the big deal, ultimate clash, stuff-of-legends confrontations. 


TO BOOK A MATCH, YOU DECIDE: 


The Participants: A player’s wrestler vs NPW, player vs player, or multiple 
wrestlers. You simply narrate the events and outcomes of NPW vs NPW 
matches if you need to cover them in play. 


The Stipulations: |s this a standard singles match, or does it include a stipu- 
lation that changes the rules or it’s role on the show? A match can have a sto- 
ryline stipulation (time limit, Cage Match, Falls Count Anywhere, etc), a Stip- 
ulation Move (HARDCORE, TWO-OF-THREE-FALLS, BATTLE ROYAL, etc) or both. 
See p. 83 for more on Stipulations. If this match is a result of a particular 
Move or challenge, it may already have a stipulation applied. Overall, it’s fine 
to keep things simple, as the players will often add stipulations. 


The Stakes: Is this simply about winning and losing, or is something on the 
line, like a Championship belt, a mask, a contract, or a career? 


The Winner: Which winner creates the most compelling story—or which 
loser? 


While the feuds in your game can sprawl across many segments, Episodes, or a whole 
Season, they will ultimately be settled in the ring. Here are some basic finishes for 
matches that you can BOOK, depending on how you want to encourage a storyline to 
develop or complicate what’s going on between the wrestlers. There’s more about fin- 
ishes from the perspective of how the rules of a wrestling match work on p. 74. The 
list below concerns why you’d pick a certain finish. 


Ææ Aclean finish is a pin or submission in the middle of the ring, no funny business. 
Clean finishes generally demonstrate that the winner is the superior wrestler 
and are considered the best way to declare a feud settled “once and for all.” 

Æ Victory can come about through the intervention of another wrestler. This can 
be the result of the RUN-IN Move, or you can book interference into the match 
in order to add another wrestler into a feud. Someone in a position of power 
can also intervene during a match to announce a sudden change, like the boss 
coming out to “officially cancel” a match before their chosen Champion is about 
to take a humiliating loss. 

Æ The winner can cheat to win in a manner apparent to the audience, but not the 
referee (foot on the rope, hand on the tights, concealed foreign object, chalk 
dust thrown in the eyes, and so forth). Heels cheat more than babyfaces, but 
sometimes a babyface victory via the same underhanded tactics used against 
them in the past is a satisfying comeuppance. Remember that Heels can use 
their Role Move to gain a cheating victory regardless of your booking, and Baby- 
faces can use theirs to stop a cheater in their tracks. 

Æ A disqualification means that the loser cheats, but is caught by the referee, 
resulting in a disqualification. This could be for breaking a rule (no weapons, no 
closed-fist punches, or any other rule of the match) or because of outside inter- 
ference that the ref sees. 
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Æ A countout means that the loser stays outside of the ring, or is unable to rise 
from the mat, for a certain count of time (usually 10, sometimes 20). Title-hold- 
ers can use the CHAMPION’S ADVANTAGE Move to get intentionally counted out 
but retain their Championship (as titles generally do not change hands on a 
countout loss). 

Æ No contest means that the neither wrestler is able to continue the match. This 
could be a double countout, the two knocking each other out, or another wres- 
tler taking them both out. This generally leads to a rematch. 

Æ A dusty finish is when one wrestler is declared the winner, followed by the ref- 
eree reversing the decision due to a technicality (another ref or wrestler shows 
them that a foot was on the rope; the original ref was knocked out, a second ref 
makes the 3 count, and then the original ref revives and reverses the decision; 
or even something more convoluted). This finish is traditionally used to allow a 
babyface to win a Championship, but then immediately hand it back due to the 
second ruling, and almost always leads to a rematch. 

Æ A schmoz occurs when a bunch of wrestlers rush the ring and the whole thing 
devolves into a brawl, with no winner declared. 


There are plenty of other finishes to draw from the rich history of professional wres- 
tling. Book the finishes you think provide the most drama but be ready to change them 
on the fly. 


The winner of the match rolls for their FINISHING Move, even if the victory is due to out- 
side interference, cheating, or the like. For matches that end in no contests or a schmoz 
that devolves into chaos, nobody rolls for their FINISHING Move, as there’s no winner! 


ENDING THE EPISODE 

Each Episode contains storylines that are in different stages, but it’s also a mini dramatic 
arc of its own. Earlier (p. 112) there’s some considerations for what order to book 
things in—notice that those are presented in order from the beginning of the Episode 
to the end. Historically, wrestling companies have always been concerned with selling 
tickets for the next show as much as entertaining the crowd during this one. Thankfully, 
you have a captive audience, but some of these considerations are still applicable: 


* Do you want to end on a resolution, or on a cliffhanger? A big title match where 
you finally crown a new Champion is a strong resolution, while a grudge match 
that’s BOOKED to end in a no contest brawl is a cliffhanger, giving your audience 
(and the players) something to look forward to next time. 

Æx Do you want to send the crowd home happy, or get them so worked up they'll 
need to see what happens next? The emotional fulfillment of seeing a big baby- 
face finally overcome the odds is a high point for wrestling fans, but there’s 
also no more effective way to get someone invested than show them the villain 
succeeding in their dastardly plans (on the way towards their inevitable come- 
uppance). 

Æ Are you ending things, or starting new ones? This is usually in relation to the 
BOOKING for the match that ends the show, but do you want to use that to show- 
case the finale of an ongoing feud, or to kick off something new that you have 
in mind? 
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These concerns are all in context of the players inevitably swerving your plans! What 
you think would be a good ending for the Episode may very well get turned on its head. 
However, if you have a specific endpoint in mind, you can work backwards to pace out 
the segments that precede it. For example, the wrestlers in your main event should 
interviews or vignettes early in the Episode to build anticipation (and to give their play- 
ers opportunities to get their say in early, so you can incorporate it into your plans). If 
you want to have a big multi-wrestler match (like a Regal Wrangle) as your finale, kick 
off with a tag team match to give as many wrestlers as possible a chance to start build- 
ing Heat with each other. And if you want to end on a down-note, then give whoever is 
on the receiving end a chance to shine in the first half of the show in order to create an 
emotional journey for the fans. 


ADVANCEMENT DURING A SEASON 


While it’s certainly possible for player’s wrestlers to gain Advances during their debut 
Episode, most Advancement happens during a Season. Each Gimmick has two unique 
fictional triggers for gaining Advances (one in their Wants, and one on their list under 
the Gain an Advance When heading), and they also all share the following structure: 


WRESTLERS GAIN AN ADVANCE: 
* The first time their Audience falls to 0 in an Episode. 
Æx When they take the Top Spot. 
Æx When they satisfy their current Want. 
* When they satisfy their Gimmick-specific Advance trigger. 


Players can spend Advances as they gain them, or they can bank them for later in order 
to dramatically shift their character by spending them all at once. Each Advance trig- 
ger maps to big moments in a wrestlers career—when they’re facing being fired and 
have to turn things around, when they become the most popular wrestler in the com- 
pany, when they finally get a thing they’ve been actively chasing, and when they have a 
moment that clearly demonstrates the role of their Gimmick on the roster. 


There are two stages of effects that can be bought with Advances. The first stage rep- 
resents the wrestler gaining new skills, finding a specific niche on the card, or changing 
their relationship to the other wrestlers. 


THE FIRST STAGE OPTIONS ARE: 
* Gain +1 Audience. 
*« Pick another Move from any Gimmick (including Moves that add Stats). 
* Create a custom Move for their wrestler. 
Æ Gain an NPW Manager, Valet or Enforcer. 
Æ Forma Dedicated Tag Team. 


When gaining a new Move, the player should showcase the new thing they can do 
when it next comes up. If they want to make a Custom Move, you'll need to consult 
with them about what it is and how they want it to work. There’s more about this under 
Custom Moves (p. 142). If they want a NPW companion, this could be someone you've 
already introduced or could be a new debut. You'll definitely want to focus a segment 
on this new addition to the wrester’s coterie. Finally, forming a Dedicated Tag Team is 
entirely within the players hands, and when they do so they get to set up the segment 
showing their new bond. See the details under Making a Dedicated Tag Team (p. 78). 
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Once a player has taken three (or more) of the first stage options, it unlocks the second 
stage options. This is because the second stage are the bigger, career-defining changes 
that a wrestler makes in order to stay relevant as time goes on, or to capitalize on a 
short-lived wave of popularity (or sometimes both!). 


THE SECOND STAGE OPTIONS ARE: 

* Transcend. They pick an Advanced Role for their wrestler: Celebrity, Icon or Leg- 
end. If they’re studying Lucha Libre, they can take a Lucha Libre Role instead. 

Æx Create a new character to play. This can be an entirely new wrestler, or they 
could take over an NPW and built them as a debuting member of the roster. 

Æ Repackage. They take an Episode off as this wrestler and play someone else, 
then return with anew Gimmick. 

* Retire this wrestler from the business. They can keep playing with a new wres- 
tler, of course. 


These are seismic changes for the character. You might be able to build a whole Episode 
around showcasing this new version of a wrestler, around their absence, or around giv- 
ing them a sendoff befitting their status in your Promotion. 


Players playing multiple wrestlers works fine as long as they’re interested in doing it! It 
might put them in a position where they can take on some Creative duties as well. See 
the section on Creative Committees (p. 122) for more about sharing the book, and 
about playing multiple wrestlers at once. 


Changing Gimmick is the most common and, often, exciting, goal for gaining and 
spending Advances. Depending on your group and how often you play, read the idea 
of taking an Episode off liberally—it can be refreshing to play someone else, but also if 
everyone is juiced to see the new Gimmick and you only have so much play time, you 
can bring them back immediately. It might be a nice opportunity to have an Episode on 
the road, or a have a few scenes from the road (p. 149) at the top of the next Episode 
to represent the downtime while the repackaging happens, however. 


Storyline-wise, when a wrestler changes Gimmick it’s up to you to whether their old 
feuds and enemies come along with them, or if this is a fresh start. The references to 
their history can be helpful and fun, but you should also respect the change the player 
makes and help them highlight the future for their wrestler. 


ENDING THE SEASON 


There’s no hard rule for how long your Season should take. You can start a Season with 
a specific number of Episodes in mind, booking towards that plan, or you can just play 
until the group feels like they've told all the wrestling stories they want to tell. That said, 
the Advancement rules are optimized to correspond to Seasons of 10 or so Episodes. 
By about Episode 10 of a 4-6 player Season you'll generally see a majority of the wres- 
tlers taking at least one of the second tier Advances, like taking Advanced Roles and 
changing Gimmicks. If you’re playing a Living Promotion, you'll probably have reset 
Audience two or three times and taken some Promotion Advances as well. If you are all 
having fun and continuing to push your feuds and storylines forward, there’s no reason 
to stop! But you may want to consider splitting your Season at this point and starting 
a new one, carrying over the wrestlers that still have stories to tell, but giving a clean 
slate for other players to jump in with a new wrestler and to make any changes to the 
Promotion you think behooves your roster. 
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MULTIPLE SEASONS 

You can play out multiple Seasons simply by deciding that it’s time for a fresh start, 
because your wrestlers have all topped out in their careers, or a combination of those! 
Players can continue playing their wrestlers from an earlier Season or use the oppor- 
tunity to bring new wrestlers onto the roster. 


At the beginning of your first Episode of the new Season, all returning wrestlers erase 
their Heat, reset their Audience, erase any Injuries and lose any Advances they might 
have still banked. Then, introduce new wrestlers and do the first Episode Heat set- 
ting process with all the wrestlers together. Some of the Heat questions may be easily 
answered by the events of your prior season, of course. Continue on as long as your 
group wants to climb the mountain! 


CREATING DRAMA IN WRESTLING 


The dramatic content of a wrestling storyline grows out of two things: the stakes of 
the feud and the rules that constrain the wrestlers. The default stakes of any match 
are victory or defeat, while the rules of the match bound what the wrestlers can do in 
order to get the win. But if every match has the same stakes and rules, the overall expe- 
rience of the show becomes a featureless blur. This is why feuds and match stipulations 
are so important to World Wide Wrestling; feuds elevate the stakes of each match as 
they build and grow, while match stipulations change the rules and allow wrestlers to 
demonstrate their particular character and skills as part of the shifting boundaries for 
their performance. 


STAKES 
Stakes can be raised by the wrestlers creating and communicating their storyline invest- 
ment to the audience, by rewards provided by Creative, or both. 


Say my wrestler has been tapped out in two consecutive matches by Joey Crak, a ruth- 
less mat technician. | cut a promo about how, no matter what, | will never tap out to Joey 
Crak again. In our next match, every time Joey goes for a submission hold, | have partic- 
ular motivation to avoid it or reverse it, perhaps by going to new lengths and debuting 
some aspects of my character that the audience hasn't seen before! The rules of the 
match are the same, but my promo changed what’s at stake—even if | lose, as long as 
it’s not a tapout, | keep my pride. Or say my tag team implodes and I, the betrayer, cut a 
promo on my ex-partner, saying that it’s her weakness that was holding the team back 
the whole time. Now we both have something at stake for our inevitable grudge match: 
| want to show off my superiority, while my now-opponent wants to get revenge and 
give me the comeuppance | deserve for my betrayal! 


As Creative, you can simply declare a reward for winning a watch to raise the stakes. 
A basic example is the Number One Contendership Match—not only does the winner 
prove that they’re the better competitor, they’re next in line for a shot at the title! Not 
all rewards need to be in pursuit of a Championship, however. An territory-era pro- 
motion might make the winner’s purse front-and-center in every match, announcing 
how much actual money is at stake for the winner. A round-robin tournament could be 
structured with cumulative point scores, so any given match becomes rife with ques- 
tions like “if you win, you advance but if | win or we draw we both advance,” opening 
the door to strategic deal-cutting or match-throwing. Rewards should be thematically 
appropriate for your Promotion, and they can be a great way to add meaning to a one- 
off match or spice up a feud. 
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Start with the basic and obvious. The players will provide their own unique spin on 
every match you book, often raising the stakes themselves in pursuit of their Wants. 
You should encourage their investment by staging interview segments that specifically 
ask the player to explain themselves, as well as vignettes where you cast an NPW as the 
voice of the inquisitive audience, prodding the wrestler to give some exposition about 
their feelings or agenda in an ongoing feud. 


STAKES & WANTS 


Player goals for their wrestlers are guided by Wants. Wants are specifically fulfilled 
during matches, and so they'll often guide the stakes. One thing you can do to aim a 
feud towards a wrestler’s Want is to create stakes that complicate or interfere with that 
final, fulfilling match. For example, if a player’s Anointed wrestler has the Want to “join 
a group,” then you could place a series of “try-out” matches in their way, where they 
have to win against each member of a stable to prove their worthiness to join. 


Sometimes, a match will end up fulfilling a wrestler’s Want without anyone intending 
it—given the numerous ways to add stipulations to matches and interfere in each oth- 
er’s storylines, it’s going to happen. This is totally fine; Wants do not need to map one- 
to-one with specific matches every time. However, keep in mind that Wants can’t be 
fulfilled retroactively or cynically—if a wrestler has a match and changes their Want 
during the climax to something that would be fulfilled as a result, it’s not grandfathered 
in. The stakes of a match can grow out of a Want but Wants shouldn’t be changed 
around to fit the stakes mid-match just to get the Advance reward. 


RULES 

The rules governing a match are important, not because of what they specifically allow 
or forbid but because of the audience expectations they set. In a standard modern 
wrestling match, the rules include: 


Æ The match starts when the bell rings and ends with a pinfall or submission. See 
more about match finishes on p. 74. 

Æ Allaction must occur inside the ring, with a grace period (usually a 10-count) for 
a wrestler who leaves the ring to return before being disqualified. 

* Particularly dangerous holds and moves are not allowed (full nelson sleeper 
hold, piledriver), as well as “foreign objects” (any weapon, or something used 
like a weapon like a tennis racket or roll of quarters). 

Æx Closed-fist punches are not allowed in professional wrestling, as well as things 
like eye-gouging, biting, strikes to the genitals (“low blows”) and similar dirty 
fighting techniques. 

If someone not in the match interferes on a wrestler’s behalf, that wrestler is 
disqualified. 

There may be a time limit, and if there is no winner by that time the match 
is ruled a Time Limit Draw. For televised matches, they may have a “TV Time 
Limit” which ends the match when the show goes off the air. 

* The referee is in charge of making all judgment calls about what’s allowed, 
makes the counts (3-count for a pinfall, 10-count for returning to the ring), 
and is empowered to disqualify a competitor for breaking rules (or anything 
else they deem DQ-worthy). Notably, the referee is the one who calls for the 
match-ending bell. If the referee is unable to make a pinfall count or confirm 
a submission tapout, the match continues! 
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These rules are not in place in order to create a fair and sportsmanlike playing field, but 
rather to set the expectations for the match for the viewing audience, allowing for more 
vibrant storytelling. Because the crowd knows the rules, they are prepared for and even 
expect the heel to skirt the letter of the law (like applying an illegal hold as long as possi- 
ble without getting disqualified or using a weapon behind the referee’s back). How the 
babyface responds to these duplicitous actions communicates whether they’re a smart 
and honorable competitor, or if they’re naive and vulnerable to these canny tricks. If 
the action spills to the outside and everyone ignores the referee count in order to get 
more punches in, it tells us that the competitors are more interested in hurting each 
other than winning the match. If a wrestler is unwilling to break the rules even if doing 
so would win them the match, we see their honorable nature. 


As these rules change, so do our expectations. In a No Disqualification Match, we 
expect to see chair shots, chokeholds, and (depending on the style of promotion) blood 
and violence. In a Cage Match, we expect to see the wrestlers add “climbing the cage” 
to their strategy, but only after pummeling each other first. In a Lucha Libre tag match 
we know that “tag team strategy” is out the window, but high-flying chaotic action is on 
the table. It’s by fulfilling and sometimes subverting these expectations that matches 
draw the audience in. 


Varying the degree and intensity of stakes and rules throughout each Episode creates 
group investment in outcomes. Modulating this flow is how you capture the frenetic, 
always-moving-forward energy of professional wrestling storytelling. 


PERSONAL STORIES 

Of course, all of the stakes and rules in the world won't keep the audience’s attention if 
they’re not in the context of an engaging story. Here’s the most fundamental storyline 
guideline, as oft said by legendary announcer Jim Ross: wrestling is personal conflict, 
settled in the ring. 


Often, your first Episode won't feel that personal. That’s fine! Just like a new audience, 
you and your friends are all meeting these wrestling characters for the first time, and 
it usually takes a little while to see how these personalities bounce off each other and 
find their groove. Use simple and obvious stakes to start with (to win a match, to get 
revenge for a slight, to show you’re better or stronger) and then, as the players get into 
their wrestlers and have more interactions, pay attention to the elements that cause 
conflict between the wrestlers on a deeper level: 


Æx When is personal honor, trustworthiness, or dignity threatened or betrayed? 

æ When does money stress a relationship? 

xæ When does ambition for a Championship or a specific spot on the roster put two 

wrestlers at odds? 

Æx When is someone’s family or personal life threatened or exposed? 

Æx When does finally achieving the dream leave someone else behind? 
You can manufacture those moments through adversarial NPWs, but your players will 
also create them. When they do, grab it and run with it. The more personal to the char- 
acter, the more investment the player has in contributing to the feud, and the more 
creativity they pour into how to get their Wants. 
Create personal conflict and then bring it to the ring to be settled. That’s professional 
wrestling. 
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NON-PLAYER WRESTLERS 


World Wide Wrestling does not assign Stats or Moves to NPWs because they’re not the 
stars of the show. However, this doesn’t mean that they’re simple cardboard cutouts 
without ability to affect storylines or the careers of the players’ wrestlers. Rather, NPWs 
are the costumes in which to clothe your desires for the direction of a segment, Epi- 
sode, or entire Season. NPWs don't have specific rules attached to them, not because 
they can’t do things, but because they can do anything. 


NPWs are your tools to make your Moves (p. 104), following your Principles (p. 104) 
and in service to your Agendas (p. 103). Use them to present challenges and give or 
take away opportunities. When you place things On Deck (p. 109), assign a NPW to 
be the vessel of that element (the bearer of bad news, the challenger who calls some- 
one out, the new hot thing that overshadows someone on the card). When someone 
botches a Move or is just asking for trouble, NPWs are the agents of consequences. 


NPWs have as much import and impact as you give them, making allowances for the 
swerves that come your way. If you want a monster heel to be the top of the card, you 
need to portray them as a true threat—cut to the aftermath of a match that they dom- 
inated, frame an off-camera segment where another NPW refuses to wrestle them, 
have your authority figure warn the roster “don’t hurt Reaper, we need him to stay 
healthy.” Book the badasses to win matches over the players’ wrestlers. Have NPWs 
run in to interfere on the behalf of their friends. 


You represent the strengths and weaknesses of your NPWs as the imaginary view- 
ing audience sees them. The “art of the sell” applies here: how others react to a NPW 
establishes their character as much as how you describe them. Does the audience 
jump to their feet as soon as their entrance music hits? Does the ref give them a wide 
berth when they enter the ring? Does the booker always ask them what they think 
before signing off on their matches? Show how important they are in the company 
through your narration of how others react to them. The players will take those cues 
and either reinforce them or challenge them, which in turn gives you the foundation 
for creating the storylines you want those NPWS to be a part of. 


You should enjoy playing your NPWs! You don’t need to stat them up because you can 
make them exactly what you want to see on-screen. You can have favorites, inspired by 
your favorite real wrestlers. You can push them to the moon or portray them as scrappy 
underdogs. You can play a real bastard. The players are the stars and the rules of the 
game ensure that they will make their mark, no matter how crowd-pleasing your NPWs 
are. But the NPWs still need to be able to put butts in seats. If you have fun with your 
NPWs, the other players will too! 


NPW ROLES ON THE ROSTER 

Depending on your style of Promotion, you can have a deep pool of NPW wrestlers, 
backstage agents and producers, or you could be running with a scrappy crew where 
everyone does a little bit of everything, on-camera and backstage. Here is a list of gen- 
eral roles you may want to have NPWs fill. 


See The Promotions (p. 190) for more examples of how NPWS can be integrated into 
a roster, and the Random Wrestler Table (p. 134) for quickly generating details for 
new or ad hoc NPWs. 
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ON-CAMERA ROLES 


Authority Figure: The mouth that delivers match announcements and 
declares punishments, the figurehead to take the flack for things that don’t 
work, the name that’s identified with the company. Authority figures can be 
just on-screen and pull a paycheck like everyone else, those actually making 
the decisions, or a blend of both. They usually have a title and rarely, if ever, 
wrestle. An Owner, a General Manager, a President, a Shareholder. 


On-Camera Personalities: These are the support network for the wrestlers 
to get their thoughts and threats out to the imaginary viewing audience. 
They can be anyone from the relative with a journalism degree to a backstage 
mover-and-shaker using their power to direct the camera as a tool to keep 
things going the way they want. Put them behind a desk and make the wres- 
tlers come to them or put a camera on their shoulder and chase down inter- 
views in the locker room. An Interviewer, a Correspondent, a Host, an In-Ring 
Announcer. 


Commentary Team: Each player will join the team when they become 

The Announcer (p. 70) for a match, but the booth they join is one of the 
signature elements of the Promotion. How many commentators do you 
have? Is it always the same, or is there an anchor personality with a revolving 
door of secondary talents? Generally, commentary splits between “play-by- 
play,” the person tracking the action for the viewers at home, and “color,” the 
person interpreting what’s happening through the lens of the wrestlers’ per- 
sonalities. Classically at least one member of the team is, if not a full-blown 
villain, inclined to take the side of the heel in a match. 


Referees: The glue that keeps matches together, referees are the point of 
contact for changes to the plan that come from the back. They begin and end 
matches and can be key to a finish going over with the crowd or not, depend- 
ing on what they see and what they choose to enforce. You can have a staff 
of referees with different specialties, or a small core of overworked, underap- 
preciated officials who put in more ring time than the wrestlers. 


Other Wrestlers: Fill out the card with challengers and allies. 


BACKSTAGE ROLES 


Bookers: The director of the drama or the bearer of bad news for a career, 
the booker is the one who decides who wins and who loses on any given 
night. They might also be a wrestler or part of the on-camera management 
cast; they might be the legitimate owner of the company; or they could work 
for a boss who trusts them with putting butts in seats. Bookers can be indi- 
viduals or a committee, and different parts of a roster could potentially have 
different people in charge of making match decisions. 


Agents: For large enough companies, there’s a lot of wrestlers of varying 
experience levels and grappling styles to keep track of. Agents corral the tal- 
ent and plot out matches—usually wrestlers (or ex-wrestlers) themselves, an 
agent can bea very helpful part of the creative process when putting a match 
together. They can also impose a “house style” on the action and, in the name 
of sanding down rough edges on the card, stifle innovation in the ring. 
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Producers: If the promotion has a broadcast component or puts out other 
media showcasing the action in the ring, producers make that happen. They 
could have a lot of creative say over vignettes and pre-recorded segments, or 
they could simply make sure that the files are uploaded to YouTube with the 
right titles and music. Not necessarily concerned with what happens between 
the ropes, producers are in charge of what things look like, how the show 
gets from segment to segment, and incorporating any necessary elements 
from sponsors or advertisers. 


Crew: Often composed of trainee wrestlers or greenhorns just starting their 
careers, someone needs to build the ring, rig the curtains, and run the spot- 
lights. A big touring company can have a large, professional production staff 
that builds and tears down the show every night in a new arena. Smaller local 
outfits may ask friends to lend a hand in exchange for a free ticket. During 
the show, crewpeople can be on hand to serve as extras in masks, hand out 
weapons from under the ring and make sure the ice-buckets are full, all with- 
out showing the audience how the magic actually happens. 


Staff: Wrestling companies are companies, and so once they’re large enough 
they need to employ people to do things not directly focused on the squared 
circle, or to take over tasks the wrestlers no longer need to do for themselves. 
Accountants, touring managers, costumers, travel agents, medical staff; 
these are not strictly necessary for every outfit, but when they can be hired, 
they can be a big help! 


CREATIVE COMMITTEES 


The basic structure of World Wide Wrestling assigns one player as Creative, and every- 
one else plays individual wrestlers. However, there are other ways to split up the Cre- 
ative/wrestler duties and responsibilities. Here are two alternatives that may be helpful 
for groups where more than one player wishes to have Creative powers, or for small 
groups that want to make sure everyone has a chance to get in on the action. 


DOUBLE-DUTY (PLAYING A WRESTLER AS CREATIVE) 

Creative can play a fully-fleshed-out member of the roster by making a wrestler using 
the same rules as everybody else. Pick a Gimmick, introduce them with Heat questions 
and debut them whenever you’d like, from the first Episode to any time mid-Season 
that you want to get in on the action. 


Whenever your wrestler is in a segment, hand off being Creative to a player whose 
wrestler isn’t present. This is just like passing off being The Announcer (p. 70) for 
a match—someone can volunteer, or you can put the spotlight on someone who you 
think would be good at it. They play NPWs and bring in anything they want to see as 
you play your wrestler. You talk, narrate your actions, and make Moves like all of the 
other player wrestlers. If it’s important for the segment to have something you have On 
Deck come into play, you should narrate that in at the top or tell the temporary Creative 
what it is, and it’s up to them to integrate it. At the end of the segment, your wrestler 
goes off-screen, and you go back to your standard roles. 


When your wrestler is in a match, whoever you hand off to BOOKS the finish of the 
match! They can decide on what they want to see at the top, like you usually do, or 
they can make a mid-match call or let the match play out as a Straight Match (p. 83), 
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whatever they’d like. The most important thing for playing a wrestler as Creative is not 
to BOOK the matches your wrestler is in. This preserves the ability of everyone (includ- 
ing you) to play their wrestler authentically and swerve the booking with their unex- 
pected actions. 


PASSING THE PENCIL (ROTATING CREATIVE) 

You can rotate who plays Creative on an Episode-by-Episode basis. For the first Episode, 
all players make wrestlers before selecting one person to act as Creative for the show. 
Creative treats their wrestler as an NPW for the Episode (though they should keep 
track of their wrestler’s Heat and Audience if those are impacted by other players). At 
the beginning of the next Episode, they hand off the role of Creative to the next player, 
playing their wrestler as normal. Keep what’s On Deck as a public list for each Episode’s 
Creative to use. Everyone is able to add their ideas to it between Episodes. 


When you are Creative under this model, you should generally not put your wrestler 
into matches. If you do, or if your wrestler gets booked into a match through the mach- 
inations of someone else on the roster, hand off being Creative as under Double Duty 
(above) while you compete. 


Instead of rotating on an Episode-by-Episode basis, you can rotate Creative based on 
other triggers (e.g. each time the Promotion resets Audience; when a character ends a 
big feud; or when someone's wrestler is inactive for an Episode while they change Gim- 
mick). If you find that you want to rotate the Creative role even more frequently, you 
may be interested in using the Creative-ful arrangement described below. 


EVERYONE GETS THE BOOK (CREATIVE-FUL GAMES) 

For a small group or a group that’s comfortable playing a collaborative style, you can 
distribute the Creative duties among all of the players. Everyone is able to take up the 
Creative mantle when needed, as well as play their own wrestler. Everyone creates a 
wrestler to play for the first Episode. Have a brief brainstorm after answering the Heat 
questions about the general ideas everyone is excited to bring into the game. If you're 
playing in a Living Promotion (p. 127), decide whether to come up with the Promotion 
first or build the Promotion around the wrestlers you’ve created. 


At the top of the first Episode, whoever has the idea for the first segment frames it, 
saying who is present, what’s happening and what the goal of the segment is. They 
act as Creative for the segment, including bringing things in that are On Deck, making 
Soft and Hard Moves, and introducing and playing NPWs. Once concluded, that player 
hands off Creative duties to the next player. This segment-by-segment handoff can 
rotate around the table to each player in turn, or it can be in response to which wres- 
tlers are interacting and who needs to be on-screen for the next segment. 


When a player is Creative, their wrestler should serve as a background character or a 
foil for whoever is being highlighted with the segment, if they are present at all. When 
you are Creative, don’t make your wrestler the star of the segment. Your job is to 
shine the spotlight on the other wrestlers, trusting that they will do the same for you 
in turn. 


In this style of game, you’ll generally be in matches when someone else is Cre- 
ative. If something puts your wrestler in the ring while you have the book, hand it 
off to another player before the match starts. They serve as Creative for and BOOK 
that match, as described above under Double Duty. If everyone’s wrestler is in one 
match, like a Regal Wrangle (p. 95) or a big tag match, whoever BOOKS the match 
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writes the booked finish down on a card and places it face-down on the table, to 
reveal when needed. Alternately, use a stipulation like a Straight Match (p. 83) or 
Catch-As-Catch-Can (p. 88) to play out the match “for real”! 


This style of game requires you to advocate both for your wrestler and for the most 
entertaining story, sometimes putting your own wrestler in a vulnerable position for 
the benefit of the others. It can take a little practice to get comfortable with, but if you 
trust the other players to celebrate your wrestler as you celebrate theirs, it can be a 
very rewarding collaborative play experience. 


TWO-PLAYER GAMES 

To play a one-on-one game, both players make wrestlers and then switch off being 
Creative. Use either of the systems described above, passing the pencil from Episode 
to Episode or sharing the book and taking turns as Creative for each other, whichever 
is more comfortable for you. To get more of the full-featured World Wide Wrestling 
experience, you may wish to make multiple wrestlers to play, and rotate through your 
wrestlers as needed to play out storylines. Alternately, you can keep a tight focus on 
your two wrestlers as the stars of the show and spin out as many NPWs as you need to 
fill out their universe. 


Wrestling matches work under the standard rules for the most part. When your wres- 
tlers are in the ring together, whoever BOOKS the match declares that booking at the 
top, so you both have that knowledge to work with. When one of your wrestlers com- 
petes against an NPW, that also follows the standard rules (the player rolls dice for their 
wrestler’s Moves, Creative reacts with the NPW and simply narrates the progress of the 
match when they have control). 

If this feels a little thin and you'd like to have more back-and-forth in these matches, 
take an unused Gimmick and quickly build them as a player wrestler, skipping the Heat 
questions. Establish their Heat with their opponent at an appropriate level for the 
matchup: 


+1 if they haven't interacted before, 

+2 if they have some history. 

+3 if this is an ongoing serious feud. 

+4 if this is the big blowoff match for the feud. 

If the player’s wrestler does not already have Heat with the NPW, they establish 
their Heat at the same level. 


KHHHK 


Once you create an on-the-fly wrestler in this manner, they’re available for both players 
to pick up and play going forward. 


Finally, for the RUN-IN Move, there’s one small change. You can “call in” a RUN-IN, if 
you'd like a previously established wrestler to interfere in your match. Say who you 
want to interfere, roll +Heat with them and follow the rest of the Move as normal, with 
“you” referring to the player who makes the Move and “the target” referring to the 
wrestler who runs in on the match. Creative plays the target in addition to your oppo- 
nent for the rest of the match. 
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BUILDING Your PROMOTION 


CHAPTER EIGHT 


Whether you start your game with a full roster or you let the events of play determine 
the wrestlers’ world, in this game you can build the kind of professional wrestling pro- 
motion you’ve always wanted to see. 


SIMPLE PROMOTIONS 


The default promotion style for World Wide Wrestling is that of a modern, televised 
weekly show, but the rules are agnostic as to the details. As long as there’s an audience, 
you can play a game as a glorified backyard fed, an old-school territory, a stationary 
indie promotion, or any combination of these you want. Does your show travel from 
city to city or does it have a single home arena? Does it have pay-per-view supercards 
every month, a couple times a year, or not at all? Are there weight classes, style-based 
splits, or other roster divisions? What signature match styles or kinds of grappling does 
it privilege over others? 





You can make all of those decisions in play, have one player map them out ahead of 
time, or have a discussion at the beginning of the first Episode about them. Use this 
game to create the kind of wrestling you enjoy the most! 


When starting a new Season, the player’s wrestlers should start out in middle of your 
roster, not already at the top and not all the way down at the bottom, so that they can 
move up or down the card as they develop. This means that nobody begins your first 
Episode holding a Championship—start off with that mountain to climb! 


CHAMPIONSHIP TITLES 


The kayfabe goal of every wrestler is to be the Champion. 


Start your games with NPWs holding title belts. Wrestlers generally have to earn #1 
Contender status as part of their storyline, then win the belt in a main event match. 
Come up with compelling names and meanings for your titles—is it a classic World 
Championship Title or is it the Heavyweight Master of Wrestling Championship? Is it 
the Americas Belt or the Cup of Champions? Women’s Championship or Lady Lucha 
Campeona? Use belts and Championships to flavor your Promotion. 


THE CARD 

Most wrestling promotions have multiple Championships, at least two for singles com- 
petition and one for tag teams. The two singles belts correspond to the lower and upper 
cards. “The card” refers to territory-era schedule cards, where the main event was listed 
at the top of the bill, and the matches were ranked under it in descending order of how 
famous, experienced, or important the wrestlers were. 


Today, the notion of lower and upper card is much less defined. There’s certainly a 
division between newer, less experienced, and less popular wrestlers, and older, more 
established, better-at-wrestling fan favorites. This is enforced more by overall booking, 
rather than specific matches on a single show. 


Your starting roster are the stars of your show, but still have to prove themselves. 
This is so the wrestlers have somewhere to grow as they gain more Audience, Advances, 
and accolades. 
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mdi AUDIENCE 

Each wrestler tracks their Audience individually on their P einai E 
Gimmick sheet. When they hit the Top Spot, they get an YOU START AND RESET TO AUDIENCE "1 

oe f ae C Gain an Advance. Anyone you knock out of 
Advance—the crowd’s investment brings rewards! Stay- the Top Spot resets their Audience, Make 
; ; ; ; the OVER Move at the top of each Episode! 
ing at +4 Audience indicates that they’re at the top of the Scene eee iene 
card and in contention for the most prestigious Champi- | 430 | Start each Episode with 2 Momentum. 
onships. If they hover around +2 or +3 Audience, they’re s 
considered midcard, important but not critical for the 


crowd to see. A wrestler who stays at +1 Audience is on 


Start each Episode with 1 Momentum. 


, +] | Start each Episode with 1 Momentum. 





g | Gain an Advance. If you have 0 at the 


the lower card or is losing ground with a hostile crowd. If ase 





ROLL +AUDIENCE FOR: WORK THE AUDIENCE, PLAY POLITICS 


they hit 0 Audience, the imaginary viewing audience loses 
interest entirely. The Advance gained for hitting O represents the wrestler’s last chance 
to improve before getting fired as a useless drag on the payroll. 


The card, in these terms, is infinitely divisible. This is why Audience resets (see below)— 
when the roster collectively gets enough buzz and popularity, this brings in new view- 
ers, who the wrestlers now need to work again to win over as fans. Champions need to 
continually prove that they deserve their spot, and new eyes give wrestlers on the lower 
card a fresh chance to find their niche. 


AUDIENCE & RESETS IN SIMPLE PROMOTIONS 

Just as individual wrestlers increase their abilities and evolve their characters, your Pro- 
motion uses the popularity generated by its stars to gain new viewers. When you’ve 
expanded your appeal enough, the wrestlers now have the challenge of winning over 
a fresh crowd. 


At the start of each Episode, check to see if the Promotion gains new viewers based on 
the Audience total of the wrestlers. This is called the Tier Threshold. Living Promotions 
track which Tier the Promotion is at and have a moving Threshold, but Simple Promo- 
tions have a static Tier and check against the same Threshold every Episode. 


The Tier Threshold for a Simple Promotion is (NUMBER OF PLAYER WRESTLERS) X 3. 
Add up the Audience of each wrestler appearing in the Episode. The Top Spot counts as 
+5 for this calculation. If the total Audience of the roster is greater than the Tier Thresh- 
old, your Promotion gains new viewers! The wrestlers then reset to their starting Audi- 
ence scores, representing how they need to win over the fresh crowd. 


TIER THRESHOLDS FOR SIMPLE PROMOTIONS 





* 2 Players = 6 * 5 Players =15 * 8 Players = 24 
* 3 Players =9 * 6 Players = 18 * 9 Players = 27 
* 4 Players = 12 * 7 Players = 21 ... and soon 


If you have fluctuating player attendance, calculate Tier Threshold in relation to just the 
wrestlers in that Episode; if the Promotion gets new viewers, any wrestler who does not 
appear in the Episode still resets their Audience at their next appearance. 


Anyone in the Top Spot when Audience resets makes the Over Move before resetting 
Audience. 


Whenever Audience resets, highlight how the Promotion expands with a segment 
during the Episode. This could be an on-camera tour of your new home arena, a back- 
stage staff meeting where everyone hears the new viewership numbers, an in-ring 
promo celebrating a new sponsor for the show, or anything else that features how the 
wrestlers now have new viewers to impress, excite and delight. 
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LIVING PROMOTIONS 


Your Promotion can be as much a character as any wrestler, expressed through choice 
of NPWs, match stipulations, audience descriptions, venues, and the tone you create 
in play. If you want to explore how the world around the wrestlers grows and changes 
with them, you can make a Living Promotion. Living Promotions have their own ver- 
sion of Stats and gain Advances that expand the options available to Creative as the 
Promotion develops. Using Living Promotions also opens up the ability of wrestlers to 
establish themselves as invaluable Specialists on the roster (p. 132) and become truly 
legendary figures through Mythic Moments (p. 130). 


You can create your whole Promotion before the first Episode or use your first Episode 
to talk about what the Promotion should look like as a group. You can also pick one of 
example Promotions (p. 190) to play in, or to use as a model for your own. 


To start a new Living Promotion, you’ll need to decide on the Reach it has, and pick the 
starting Supports that define it and Struggles that challenge it. 


REACH 

This is the geographic area or media market that you can reach with your shows. These 
categories can overlap depending on the details, but you should map the general scale 
of “who has access to seeing our show” to this scale. Pick your starting Reach: 


Local: You perform for a small audience that is mostly the same group of 
people from show to show. 


Municipal: You perform in one large city, or a media market shared by multi- 
ple small population centers. 


Regional: You perform in a mobile circuit or in a media market that covers 
multiple cities. 


National: Your shows can emanate from or be broadcast throughout your 
home country. 


International: You can perform or be seen anywhere in the world. 


Reach can move both up and down the scale depending on the events of your Sea- 
son. Starting Local means you have nowhere to go but up, while starting International 
means that any change in your reach is going to be a consolidation, not an expansion. 


Reach may interact with a media market or strategic element that you choose as a Sup- 
port or Struggle (below). They should make sense together—a cable TV deal implies 
National reach, while a bad sponsorship might mean that you’re locked into a Municipal 
arena that isn’t big enough for your audience. 


SUPPORTS & STRUGGLES 

Supports and Struggles define your Promotion. Supports are simple descriptors of 
things that hold up your company, helping make it unique or giving it particular niche 
appeal. Struggles are elements that hold you back or logistical challenges to growth or 
integrity. Pick two of each for a new Promotion. If they are seemingly contradictory, 
describe how they co-exist. A Promotion with a large war chest that’s also in debt could 
be cash-rich but in hock to an absentee shareholder who refuses to be bought out; one 
with mainstream appeal that’s also behind the times could be laboring under outdated 
booking assumptions even though it has a young, talented roster that just needs more 
exposure to get to that mass audience. 
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These lists are examples that you can use, but feel free to come up with anything else 


that fits your Promotion. 


SUPPORTS 

Devoted Following 
Mainstream Appeal 
Kid-Friendly 

Cultural Crossover Appeal 
Dedicated Home Arena 
Cable TV Deal 

Large War Chest 

Social Media Expertise 
High-Concept Storylines 
Theatrical Presentation 
Strong Kayfabe 

Inclusive Culture 

Combat Sport Focus 
Diverse Roster 

Motivated Roster 

Elite Production Staff 
Trustworthy Management 
Unbroken Title Lineage 


KH HK HHH HHH HHH HH HHH 


SUPPORTS & STRUGGLES IN PLAY 


STRUGGLES 


KH HK HHH HHH HHH HH HHH 


Niche Fanbase 

Hostile Fanbase 

In Debt 

Hostile Silent Partner 
Disgruntled Talent 
Green As Grass Roster 
Poor Facility Maintenance 
No Merch Production 
No License to Operate 
Created as a Tax Writeoff 
Bad Sponsorship Deal 
Outlaw Federation 
Fractured Creative Vision 
Bloated Roster 

Behind the Times 

Shock Value Booking 
Convoluted Lore 
Theatrical...Pretensions 


Use Supports and Struggles to make principled decisions about storylines. They also 
serve as context in which to make Hard Moves, bringing pressure to bear on wrestlers 
who cross management. Add the following to your list of Hard Moves (p. 105): 


* Remove a Support. Specifically because of something they’ve done. 
* Adda Struggle. Specifically to highlight trouble they’ve caused. 


These are particularly apt when a wrestler Botches a Move that rolls +Real, and when 
their actions are about backstage issues. Even when making Soft Moves, use Supports 
and Struggles and what they imply to add tension to storylines and bring in new NPWs. 








A swift kick to the 
ut takes their 
reath away... 










...SO they're 
defenseless against 
the snap Suplex! /4 i 
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The preceding lists of Supports and Struggles are examples, and you and your group 
can and should define new ones as they come up. However, don’t use self-definition to 
get around their essential nature. Supports are part of your appeal and generally pos- 
itive for your Promotion. They are always desirable and helpful. Struggles are things 
that weigh down the company, potentially even leading to its downfall. They always 
cause headaches and make things difficult. 


TIERS & AUDIENCE RESETS IN LIVING PROMOTIONS 

Living Promotions use the same basic concept of tracking audience growth as Simple 
Promotions, but with a twist to reflect the expanded options available to the Living 
Promotion. You check the Tier Threshold at the beginning of each Episode, and only 
consider the wrestlers in that Episode, as described earlier (p. 126). However, how the 
Tier Threshold is calculated and what happens when you Tier Up is different. 


All new Living Promotions start at Tier 0. The Tier Threshold is (TIER) + (NUMBER OF 
PLAYER WRESTLERS) X 3). Add up the Audience of each wrestler appearing in the Epi- 
sode. The Top Spot counts as +5 for this calculation. If the total Audience of the roster 
is greater than the Tier Threshold, your Promotion gains new audience! The wrestlers 
then reset to their starting Audience scores, representing how they need to win over 
the fresh crowd. 


TIER THRESHOLDS FOR LIVING PROMOTIONS 





TierO Tieri Tier2 Tier3 Tier4 Tier5 Tier6 Tier7 


2 Wrestlers 6 7 8 9 10 4 


3 Wrestlers 9 10 11 12 13 14 

4 Wrestlers 12 13 14 15 16 17 18 

5 Wrestlers 15 16 17 18 19 20 21 22 
6 Wrestlers 18 19 20 21 22 23 24 25 
7 Wrestlers 21 22 23 24 25 26 27 28 
8 Wrestlers 24 25 26 27 28 29 30 31 


... and so on 


The highest Tier for your Promotion tops out based on the number of players attending 
the Episode. If you end up in an edge-case situation where multiple wrestlers share the 
Top Spot and that’s enough to advance to a Tier that isn’t on the chart above, you still 
increase Tier! The chart is for finding common Tier Thresholds at-a-glance. 

Tiering Up reflects the growth and change of your Promotion in response to the new 
eyes you're getting on your product. 

WHEN YOU TIER UP: 

Your Tier goes up by 1 (from 0 to 1, 1 to 2, etc.). 

If a wrestler is in the Top Spot, they pick a Tier Effect. 

If no wrestler is in the Top Spot, Creative picks a Tier Effect. 

All wrestlers reset their Audience. 

Creative picks a Promotion Advance. 


KHHH 
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TIER EFFECTS PROMOTION ADVANCES 
The wrestler in the Top Spot, or Creative if Creative picks one when your Promotion 
there isn’t one, picks one effect when your Tiers Up. Like Gimmick Advances, you can 


Promotion Tiers Up. take each a limited number of times (once 
* Add anew Support, reflecting an or twice, as noted). 
advantage new audience brings. * Unlock Mythic Moments 
Æx Remove a current Support, >. 130 
reflecting the loss of something Æ Unlock Specialist Moves 
‘ that was of value. i, 132 
l d Reach, 
anoe a Æx Unlock an Audience Move (x2) 
reflecting expansion or consolida- 
tion of your audience. mè p.136 


* Remove a Struggle, reflecting 
how having new fans overcomes 
that issue. 

* Add a Struggle, reflecting an 
unintended consequence of new 


eyes on your product. 
mẹ |f your Promotion has no = paid 
Struggles, you must add Start an Invasion Angle 
one—nothing is perfect. mẹ p.138 


PROMOTION ADVANCES 


As your Living Promotion grows, it finds new ways to wow the crowd. 


MYTHIC MOMENTS 

Memorable, popular wrestlers can use their connection with the crowd to create truly 
legendary moments. Fans throughout time share stories of the big bumps or most 
exciting storyline twists, some even revising their own memories so that they can say 
“I was there”. These moments become part of the collective fabric of the wrestling uni- 
verse, creating the basis for the self-mythologizing so central to the art of pro wrestling. 
These are Mythic Moments. 


Add a new Championship (x2) 
Retire an old Championship 
mẹ p.133 


Debut a new Main Event NPW (x2) 
Retire a Main Event NPW 


* KX ** 


Mythic Moments are unlocked by taking a Promotion Advance. Once they are unlocked, 
add the following rules to your game: 


Making A Mythic Moment: When a player hits a “natural” 12+ (2d6+Stat 
equals 12+ before spending Momentum) on one of the Basic Moves, they 
can choose to spend all of their current Momentum to make it a Mythic 
Moment. If they have no Momentum, the Mythic Moment cannot be made. 
If they have a negative Stat and roll 12 on 2d6 before subtracting the Stat 
they still can make a Mythic Moment (it’s thus more likely for wrestlers with 
positive stats, but not impossible for anyone). 


Tracking Mythic Moments: Each Basic Move that is made mythic cannot 
provide another Mythic Moment until the next Audience reset. That is, each 
Mythic Moment can only be made once until the Promotion Tiers Up. Erase 
the checks when your Promotion Tiers Up and wrestlers reset Audience. 


When a player chooses to make a Mythic Moment, you should absolutely play up the 
response—this is one of the biggest, most significant things your audience will ever see! 
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EFFECTS OF MYTHIC MOMENTS 


When a Mythic Moment is made, replace the Basic Move results with those below. 


Athletic Feat: You’ve exceeded human capacity to join the pantheon of wrestling 
legends. Pick either: 
mẹ Your feat becomes imitated worldwide, by fans and other wrestlers. Gain +1 
Audience. Your Audience Reset number permanently goes up by 1 (Max +3). 
i> You become immortalized in the highlight reels of your Promotion. Describe 
exactly how that looks. Gain +1 Momentum when you make your first 
appearance in every Episode from now on. 


Ww 
vē 
Og 

Z 
O A 
=< 
90 
Poj 





Break Kayfabe: Your action becomes the symbol of when things changed. Pick 
either: 


mẹ You BOOK all of your matches until the next Audience reset. Your Audience 
Reset number permanently goes up by 1 (Max +3). 

i> You expose something backstage impossible to ignore. Creative must 
acknowledge this on-screen and you pick one Tier Effect to reflect the 
change you demand. Gain +1 Audience. 





Cut A Promo: Your promo becomes part of professional wrestling canon. Pick 1: 


mẹ Simply referencing this promo counts for the CHEAP HEAT Move, for every- 
one on the roster, forever. 

mẹ Your promo goes viral, and everybody knows it even if they don’t know you. 
Your Audience Reset number permanently goes up by 1 (Max +3). 

mẹ This takes you to the next level of your craft. Take an Advanced Role right 
now, without spending an Advance. 





Work The Audience: They'll never forget being in this crowd. Pick either: 
i Add an Audience Move of your choice to the rest of this Episode. 
mẹ You whip them into a real frenzy. Gain +1 Audience as they storm the ring! 





Run-In: You’ve perfectly captured a turning point in the storyline. BOOK the result 
of your run-in on the fly. Then, gain +1 Heat with each other and you pick 1: 
mẹ It’s turned to a blood feud. You and your target can only wrestle each other 
until this thing is resolved. 
mẹ You’ve gained the upper hand. You can pick any stipulations you want for 
your opponent’s matches until the next Audience Reset (whether you’re 
booked in them or not). 
mẹ This is going to get settled tonight! Your big match is the new main event of 
the Episode. You and your opponent both gain +1 Audience, as the crowd 
gets exactly what they want. 





Wrestling: This move goes into your highlight reel. Keep control of the match, and 
pick 1: 


mẹ You impress everyone. You are now BOOKED to win the match. 

mẹ You steal the show. Gain +1 Audience. 

m You do the job. Your opponent gains +1 Audience. 

mẹ You upstage someone. Say who comes out to help your opponent. You gain 
+1 Heat with each other, and you’re BOOKED to lose the match. 
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SPECIALIST MOVES 

Some wrestlers are destined to become Champions, some are most valuable as steady 
hands, and some spice up the card with their unique charisma. As your Promotion 
grows and the roster finds a status quo, needs appear that only one wrestler with par- 
ticular skills or inborn talents can handle. Specialist Moves capture those niches. 


Specialist Moves are unlocked by taking a Promotion Advance. Once unlocked, they are 
available to any player to take for their wrestler with one of their Pick another Move 
Advances, or the Transcend Advance (p. 56), as long as they have the prerequisite 
required for that Specialist Move. 


Æx Each Specialist Move can only be taken by one wrestler, as it describes a unique 
thing that wrestler does or an irreplaceable place they have on the roster. 

Each Specialist Move has a prerequisite that must be met before it can be taken. 
Wrestlers of any Gimmick can take any Specialist Move as long as they meet 
the prerequisite. 

A wrestler can have both a Specialist Move and an Advanced Role (if they spend 
their Advances in that order). 


x ** 


When a player takes a Specialist Move, talk to them about what they envision this 
means for their wrestler and their current or upcoming storylines. You should make 
sure to touch base with them whenever necessary to ensure that their specialist is used 
to greatest effect on the roster. 


THE SPECIALISTS ARE: 
The Gatekeeper: Universally acknowledged as a savvy and skilled wrestler, 
those on the up-and-up have to get through you to gain legitimacy in the 
eyes of the fans. Gatekeepers tend to be well-established wrestlers who 
don’t need the shine of a title anymore. They can also be workhorses, skilled 
mechanics in the ring whose bouts with green talent helps management (and 
fans) decide whether someone deserves that next opportunity. 

mẹ Prerequisite: Work +2 or higher. 


Gatekeeper: Whenever a wrestler you have Heat with is booked into a high-stakes 
match, you can demand to have a match with them first. Creative decides the 
details, but cannot deny you this demand. 


m When you lose one of these matches in a manner satisfactory to you, you 
and your opponent both gain +1 Momentum, and they are BOOKED to win 
their next match. 





The Giant: You are a physical phenomenon! Your name on the marquee is 
an intrinsic draw. You may be booked as anything from a crowd-pleasing 
sideshow attraction to a dominant Champion, depending on what your pro- 
motion needs from you at any given time. This is in tension with your lack of 
prospects outside of wrestling for stable employment, so you end up having 
to do a lot of things that you don’t like to keep your place on the roster. 

mẹ Prerequisite: Body +2 or higher. 


Giant: Take +1 Body (Max +4). You change Role (Heel to Babyface or vice versa) 
whenever Creative demands it. You keep your Advanced Role, if any. 


mẹ You can choose to take +2 Momentum instead of +1 Heat with your oppo- 
nent when you make a Creative-imposed Role turn. 





PAGE 132 * WORLD WIDE WRESTLING: THE ROLEPLAYING GAME 


The Iconoclast: You are a gunslinger with sights on those with overlarge egos 
and incessant need for attention. You may have been pushed aside by some- 
one else’s rise, or simply have a deep-seated need to pull down those who 
you view as false idols to the fans. You aim to forge your own legend on the 
bones of theirs, and you don't care if it’s “in storyline” or not. 

mẹ Prerequisite: Real +2 or higher. 
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Iconoclast: When you Cut A Promo on someone in an Advanced Role, choose to 
roll on +Look or +Real, whichever is higher. If on +Real, you must reference some 
legit issue you have with them. Add the following to the Cut A Promo 7-9 result list: 


mẹ You are BOOKED to win your next match with them. 





The Time Bomb: You’ve been in this business too long, and it’s taken a toll 
on your body. You know your bump card only has so many punches left on it, 
and you’d rather flame out than fade away. You’re probably older and more 
established, but you may just have peaked too early and gone too hard. 

mè Prerequisite: Have 2 or more Injuries currently checked. 


Time Bomb: You decide when it’s time to hang up your boots. At the top of any 
Episode, you can BOOK a retirement match with any opponent of your choice. 
When your opponent wins, they gain +1 Audience. Once retired, create a new 
wrestler or take over an NPW wrestler for the remainder of the Season. 


mẹ Ifthe BOOKING is swerved such that they don’t win, take +1 Heat with them. 
The feud continues until your opponent retires you. 





The Prodigal: You leave, then you come back. You still keep one foot firmly 
in the wrestling business, but you’ve earned enough leeway to take time off 
to go tour with your band or make an occasional action flick. Your fanbases 
don’t really overlap, but your aura as someone who's made it “outside” the 
business gives you a lot of credibility with the fans. 

mẹ Prerequisite: Audience +2 or higher. 


Prodigal: Whenever you take an Episode off, your next appearance is a triumphant 
return! When you return, call out someone on the roster with lower +Audience 
than you (or whoever seems to need help the most, if there’s no clear candidate). 
You take +1 Heat with each other and Creative BOOKS a match between the two of 
you on the card for that Episode, starting a feud. 


mẹ If your opponent gains +1 Audience from a match with you during your feud, 
they gain an additional +1 Audience, and you move on to another opponent 
(or go back to your other life). 





ADDING & RETIRING CHAMPIONSHIPS 

You start your Promotion with as many Championships as you’d like—generally, you'll 
have a main event title, some kind of lower-card or specialty Championship, and a set 
of tag team belts. When you add a new Championship through an Advance, it should 
reflect something that’s recently changed in the Promotion. Is it a reward for a particu- 
lar wrestler? Is it necessary because you've expanded into a new market and need more 
top tier stars? Is it a storytelling conceit that you’re planning to shape a whole set of sto- 
rylines around, like a tournament or cross-over event with another company? 


When you add a new Championship, give it a standalone segment to introduce it and 
what it means. 
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Similarly, retiring a title should reflect a change. Does retiring the title canonize a hon- 
ored veteran’s career? Has the roster shrunk, and there’s too many Championships 
vying for attention? Or has one of the wrestlers unified multiple existing titles, and 
you're officially combining them into a new one? 


When you retire a Championship, give it a standalone segment to explain why it’s going 
away and what impact that has on ongoing storylines. 


DEBUTING & RETIRING MAIN EVENT NPWS 

You have a whole roster of NPWs, and you can always create new ones on the fly as 
needed. But debuting a Main Event NPW is a bigger deal. This should be a fresh face 
to the roster, someone coming in right at the top of the card to shake things up. Is this 
someone who’s been laboring in a developmental territory and deliberately kept secret 


RANDOM WRESTLER TABLE 


Need an opponent for a squash match, or inspiration for the next challenger? Use the 
Wrestler Details and Wrestler Names tables for quickly making a wrestler. 





[e] Green | + | Helpful | + | Traditional 
|. *] Young °] Nervous °] Mat-based 
|.*"] Steady °] Confident e] Brawling 

e 3] Experienced [3] Arrogant [3 3] High-Flying 
[e] Veteran Selfish Risky 


Retired Friendly Crowd-Pleasing 
TRING EXPERIENCE E  ASTi/UDE E WRESTLING STYLE | 


| + ]Local Talent [-|]Happy To Be Here | [+] Safe Worker 
e°] Regular Jobber °] A Profession |. *| Jealous 
e] Steady Hand "| Holier Than Thou |’) Overbearing 
3] On The Way Up k :] Supernatural is] Takes Liberties 
Featured Rich & Powerful Good Dance Partner 
Champ From Foreign Lands Business First 
Wy pon MCs Ee Ae) ‘ae 
[+] From Another Sport |- |] Non-Existent [+ ] Buddy 
f.t] “Youngest Ever...” °] Annoying °] Mentor 
|.©"| Former Champ |.*"| Loud As Hell [e°] Rival 
33] “Strongest Ever...” [: 3] Bitter e :] Competitor 
Holds Title Elsewhere Entitled Family 


“First Ever...” Loyal Boss 
| ACCOLAD MAVENS BAe ae 
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until the right moment? Are they coming from another company as a surprise? Is it a 
veteran returning from retirement? Debut a Main Event NPW right into the hottest 
feud you have going, from challenging for a title to disrupting the big grudge match at 
the top of your card. You’re strapping the rocket to them, and the player’s wrestlers will 
have to contend with the sudden shift in the landscape. 
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Retiring an NPW is the inverse. If you have a long-running wrestler who’s held titles, 
been in feuds and partnerships with your player’s wrestlers, and generally feels like a 
dependable go-to for main event storylines, think about retiring them. This can be a 
formal retirement from the profession, or it could be the result of an injury or a back- 
stage grudge that’s never been settled. A retirement is a disruption to the status quo, 
creating a sudden hole for the player’s wrestlers to try and fill as the dust settles. 


MAKING RANDOM WRESTLERS 


WRESTLER DETAILS 

Roll three dice into the ring on p. 134. If more than one die lands on the same space, 
reroll one of them or move it to an adjacent space. They will give you three details to 
use to inspire your wrestler. Or, if you want to use specific attributes as inspiration, roll 
directly on those relevant to the wrestler you need. 


WRESTLER NAMES a V 
Use the highest number you~ OO = a 5 
roll for name type, and the EJ Generic EJ “Cowboy 





MONIKER 





lowest for moniker. Use the J Exotic Ad “Natural” 
monikers as given, or asinspi- (Eg Regional Ry “Crusher” 
ration for more specific ones! Paes: 

These name prompts are sep- HH Foreign as et 

arated by era, which roughly RY Everyday RR “Amazing” 

map to the 70s-80s (Territory HB Tough HB “Gorgeous” 
Era), the 90s-OOs (ACCC le gS 
Era) and the 10s-today (Real- 

ity Era). Just pick whichever E Supernatural EE “Dominator” 
you feel is a good match for W Youthful A “Abominable” 
your Promotion. Ry a À “Sexy” 

SAMPLE WRESTLERS A Punny NB “Deathwish” 
Each of the included Promo- l A $ 
tions (starting on p. 190) RH Offensive RH Extreme 
includes a number of wres- HB Overwrought HB “Phenomenal” 
tlers and staff with short  _aaaaeeeeeeepenepemereren mes 
backgrounds and descrip- u 7 

diane Pull members of iam El Everyday El “Fearless 
rosters for your own when A Referential Ad “Egomaniac” 
you find someone who seems | Real Name a “Unlimited” 


like a good fit, or just sounds BR Timeless 
fun to throw into your lineup. 


HR Moneymaker” 
RR Media-Inspired RA “Shooter” 
HA Two First Names HB “Professional” 
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AUDIENCE MOVES 

The crowd for a wrestling show has an enormous effect on the experience. A sparsely 
attended arena has less energy than a packed gymnasium, a small group of dedicated 
hecklers can turn a crowd against a performer, and a stadium of devoted fans can make 
even the most by-the-numbers match seem magic. 


Audience Moves reflect the nature of your Promotion’s fans. Once you take an Audi- 
ence Move with a Promotion Advance, you have a means of showcasing the interplay 
between the wrestlers and the crowd. You do not have to use Audience Moves for every 
Episode—in fact, you should aim to use them sparingly, to spice things up when every- 
thing is running smoothly, or to reflect debuting at a new venue. Announce the Audi- 
ence Move at the top of the Episode and go over what it means for the wrestlers. 


You can also impose an Audience Move mid-Episode as a Hard Move to reflect a sudden 
shift in the tenor of the crowd. There can be only one Audience Move in effect for an 
Episode, though in some circumstances you may want to switch which one (like if the 
natural course for a Hard Move would be to replace a generally positive Audience Move 
with one that’s not so great for the wrestlers). 


When an Audience Move is in effect, apply it’s effects as they come up. Some Audience 
Move effects apply to or replace specific Basic Moves, some are triggered by certain 
actions and some replace parts of standard rules interactions. There may be a lot to 
keep track of during an Episode with an Audience Move in effect—remember that part 
of your job is to make judgment calls about how the various effects in play interact. 


BORED CROWD 

Why are these people even here? Maybe it’s habit, a free ticket giveaway, or the can- 
cellation of a big star’s appearance, but this crowd is not into the show. It’s easy to have 
a good night in front of a hot crowd, but these people? You'll really need to work at it. 


Use a Bored Crowd to represent the fallout from a relevant Botch or to reflect a new 
Struggle the Promotion faces. 


When working in front of a Bored Crowd: 


* Wrestlers start the Episode with no Momentum (ignore the automatic Momen- 
tum they get from their Audience score, as well as any other Moves that give 
them Momentum at the beginning of an Episode). If someone is in the Top 
Spot, they make the Over Move but do not take unspent Momentum. 

* Ifyou apply this Move mid-Episode, all wrestlers lose 1 Momentum. 

Æ Any wrestler who manages to gain Audience in front of this crowd gains the 
Momentum for their new Audience score at the same time, as the fans finally 
start cheering for something. 


HOSTILE CROWD 

This audience is unhappy with what’s been going on in your company. They’re looking 
for things to boo and don’t have much goodwill to spread around. Some cities have leg- 
endarily hostile crowds, or this one may just be restless. Either way, you'll really need 
to work to win these folks over. 

A Hostile Crowd is appropriate for an Episode that takes place after some kind of big 
problem, such as a high-profile firing or return to a town where the Promotion bombed. 
Or, if there’s been a run of success and general good luck and good rolls, use a Hostile 
Crowd to remind the wrestlers that they still have to work at success every so often. 
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When working in front of a Hostile Crowd: 


Æx When a wrestler gains Audience, they also have to spend 1 Momentum. If they 
don't have it or don’t want to spend it, they don’t gain the Audience. 

Æ When a wrestler Botches on any roll, including on the WRESTLING Move, they 
lose 1 Momentum in addition to the standard effects (for most Basic Moves, this 
cancels out the Momentum gain). 

* If a wrestler hits a 10+ on Worx THE AUDIENCE, they’ve won the crowd over— 
temporarily. Ignore the other effects of this Audience Move for the rest of their 
match or segment. 


INDIE CROWD 

This crowd is made up of die-hard fans who follow not just your Promotion, but most 
of the important companies on the indie scene. They know the biographies and histo- 
ries of your wrestlers and have favorites based on their pedigree, not necessarily their 
current storylines. This crowd is ready to cheer for wrestlers but may be actively hostile 
to the creative decisions made backstage. They love wrestlers more than companies. 


An Indie Crowd is appropriate for a big homecoming show for a rising star, or to repre- 
sent an audience in a smaller town or ad hoc venue. 


When working in front of an Indie Crowd: 


Æ Each wrestler’s Audience for this Episode is equal to their +Work. If they’re in 
the Top Spot, they take an additional +1 Audience. If they have 0 or negative 
Work, they count as having Audience +1. If they end the Episode with O Audi- 
ence, it’s up to Creative whether they truly face being fired or not. Return Audi- 
ence scores to their pre-Episode position after the Episode. 

When a wrestler hits the WRESTLING Move on a 10+, they gain an additional +1 
Momentum in addition to the standard effects. 

When a wrestler Botches on any Move, the crowd turns on them. Decide 
whether they ironically chant for someone else (and that wrestler gains +1 
Momentum) or for themselves (and nobody can make the Work THE AUDIENCE 
Move for the rest of the show). 


OLD-SCHOOL CROWD 

Kayfabe is dead, but don’t tell this crowd. Maybe a little older, less plugged-in, or more 
willing to suspend disbelief, this is the kind of crowd that you hear about from the ter- 
ritory days. Working for this crowd is both easy, in that they respond the way you want, 
and hard, because they don’t respect the difference between the wrestler and the char- 
acter they’re playing. Old-school crowds love the babyfaces and hate the heels. 

An Old-School Crowd is appropriate for a throwback feel, a small town off the beaten 


path or even as the normal audience for a territory-era Promotion. Alternately, use this 
Move to represent a crowd that has never actually seen wrestling before. 


When working in front of an Old-School Crowd: 

Æ Each wrestler’s +Real is -1 from its usual rating (minimum -2). 

Æx When a Babyface gains Audience, they take +1 Momentum as the crowd erupts 
with euphoria. When a Heel gains Audience, they take +1 Momentum as the 
crowd storms the ring with rage. 

* If a Babyface and Heel gain Audience as the result of the same match or seg- 
ment, the crowd riots and the Episode comes to a premature end! 
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STARSTRUCK CROWD 

This crowd is here to see the stars. Whether motivated by nostalgia for wrestling’s glory 
days, marketing tie-ins with crossover celebrities, or just the prospect of a casual-fan- 
friendly card, this crowd pops for the wrestlers they know and sits on their hands for 
unfamiliar faces. When this crowd is won over it makes for a great atmosphere; when it 
isn’t, well, you just hope they already know your entrance music. 


A Starstruck Crowd is appropriate for a show in a newer or larger venue, the first Epi- 
sode after the Promotion Tiers Up, or for the big show of the year for a long-running 
company. 

When working in front of a Starstruck Crowd: 


Whoever is in the Top Spot for this Episode can be joined but is not bumped 
out of it. 

The max Momentum you can spend on a roll is equal to your Audience (+5 if 
you're in the Top Spot). 

When someone in the Top Spot makes their first appearance (including the first 
appearance after gaining it in the Episode), they take +1 Momentum. 
Whenever a wrestler Botches a Move, the crowd tunes out. In addition to the 
effects of the Botch, you lose -1 Heat with whoever you’re working with (or the 
most appropriate wrestler if you’re not in a match or are alone in a segment). 


INVASION ANGLES 


You aren’t the only wrestling company in the world. No matter how much you may act 
like you’re the only game in town, there’s a robust ecosystem of training schools, local 
companies, and traveling free agents for your audience to also watch and appreciate. 
No matter how friendly you are with the competition, you always want to show the 
crowd why they should invest in your Promotion and not the others. 


THE INVASION ANGLE ADVANCE 

An Invasion Angle is a meta-storyline featuring the attempted “invasion” of your Pro- 
motion by a rival company. This could be an outgrowth of a legit “war” over a shared 
audience pool, or it could be orchestrated by wrestlers from both companies as a cross- 
over opportunity for mutual benefit. The most famous war happened on TV, but two 
promotions could do battle over a region, a venue, or the mindshare of hardcore fans 
on the internet. A hot invasion angle will raise everyone’s profile and creativity; but 
there’s a risk that the awkward combination of incompatible talent and priorities will 
grind down the ability of the wrestlers to deliver, burning out the audience. 


* * * 


Running an Invasion Angle takes some work. It’s a good time to bring in a player who’s 
interested in planning storylines and sharing some Creative legwork to represent the 
interests of the Rival Promotion. Whether on your own or with help, when you take the 
Invasion Angle advance, you need to prep the Rival Promotion before the next Episode. 


RIVAL PROMOTIONS 


You can create your Rival Promotion from scratch, of course, but you can also take advan- 
tage of The Promotions (p. 190) as a source for an invasion. Tweak the physical location 


or background details as needed. In particular, the Invasion Wrestling Alliance (p. 208) 
is built around the premise of invading other companies and stealing their titles, and 
Penny Ante Wrestling (PAW) (p. 195) is continually competing for talent with other feds. 
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PREPPING THE RIVAL PROMOTION 
Create the Rival Promotion as any new Promotion, with the following tweaks: 


* They start within 1 Tier of your Promotion (higher, equal to or lower). 

* They have that number of Advances to spend (since Promotions gain an 
Advance each time they Tier Up). 

xÆ They can have any Reach that makes sense in context of being a rival to your 
Promotion. 

* They must have two Struggles and two Supports. Supports and Struggles 
should point to the differences between your Promotions, but don’t need to be 
totally opposed. 

Æ Create a basic roster for the Rival Promotion, including the top performers and 
any notable non-wrestlers. 

Æ Put the triggering event for the Invasion On Deck for your next Episode. 


You can start an Invasion Angle quietly (like debuting a new wrestler who happens to 
also work for the rival), or with a bang (a busload of rowdy workers takes over your 
locker room in the middle of the show!). 


Between Episodes, place at least one element directly concerned with the Invasion 
Angle On Deck and bring it in in the next Episode. Once it kicks off, orient storylines 
towards the Invasion by using the rivalry and it’s effects to disrupt the normal course 
of business. Remember, the players’ wrestlers are still the stars of your game! You can 
use the Rival Promotion to present offers and choices, mirror storylines or showcase 
wrestlers that got sidelined in or washed out of your company. Use your Hard Moves 
to show off the advantages gained by the Rival Promotion, or how their effect on your 
audience is starting to spread. As you get into the story, this rivalry also gives the play- 
ers a wider field of potential goals for their own wrestlers, from trying to take down the 
competition to settling into a guaranteed contract for “the other guys.” 


SUPPORTS & STRUGGLES DURING AN INVASION 

Changes in the Supports and Struggles of your Promotion reflect the effectiveness of 
your Invasion Angle. When you Tier Up, whoever chooses the Tier Effect can choose 
it for the Rival Promotion instead of your own—that is, they can add or remove one of 
their Supports, change their Reach, or add or remove a Struggle. Like all Tier effects, 
this choice should come out of the story so far and make sense for the current context 
of your game. 


The Tier of the Rival Promotion changes as a result of events in your Episodes: 


Æx When one of your wrestlers loses a Main Event match to an Invasion wrestler, 
add 1 to the Rival’s Tier. 

Æ When one of your wrestlers loses a Championship to an Invasion wrestler, add 
1 to the Rival’s Tier. 

Æ If one of your wrestlers defects to the rival Promotion, add 1 to the Rival’s Tier. 
They can continue playing in the game, but now they’re representing the rival 
company! 

Whenever the Rival Promotion Tiers Up, you pick their Advance (or consult with a 
player who may be jumping ship or has another storyline connection to the Rival). Rival 
Promotions do not take Tier Effects outside of those chosen for them when your Pro- 
motion Tiers Up, as described above. 


INVASION ANGLES æ PAGE 139 


v 
r=) 
O 
x 
(0) 
= 
Ọ 
Z 


YNOA ONIGTING 





To turn an Invasion into an all-out War, you can pick the Invasion Angle Advance for 
the Rival Promotion. Now you have a true pervasive cross-over storyline with wrestlers 
hopping back and forth as they wish! Since the Rival Promotion should have its own 
identity fairly established by this point, your Season now alternates Episodes, one for 
your Promotion and then one set in the Rival Promotion, to play out the chaos. 


ENDING AN INVASION 

An Invasion Angle can end as a result of your storylines, usually either if the interest in 
the angle at your table drops off or if you have an Episode that ends in what feels like a 
definitive victory. In addition, a hard trigger for ending the angle is when the two Pro- 
motions are 2 or more Tiers apart (so, if you both start at Tier 3, and you rise to Tier 5 
without the Rival gaining any Tiers, that’s 2 Tiers apart). The Promotion at the higher 
Tier gets to pick the reward for coming out looking the best in the Invasion: 


Take a free Tier Effect to your benefit. 

Take a Promotion Advance. 

Erase a checked-off Promotion Advance (so it is available to take again). 

Take the contract for the most popular wrestler in the other Promotion. If you 
take a wrestler from the Rival Promotion, just pick based on who has been the 
most exciting to have in your game as part of the angle. If this would take a 
player wrestler away from your Promotion, it’s up to them if they want to go 
with that, perhaps retiring the wrestler that way. If they want to stay, then you 
choose an NPW—ideally one that will cause some chaos on their way out. 


HHH 









Pick them up like 
you're about to roll 
them into a Small 


... So there’s no 
way to stop the 
snap Piledriver... 


“Godsent” Lance White 


grants God’s Last Gift 





by Lukas Vaitkunas 
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LIVE INVASIONS 

You can also use an Invasion Angle to expand your game to include another group who’s 
playing World Wide Wrestling, or who would like to start a new one. In this case, you 
collaborate with your “rival” Creative to crossover the events of each table. This could 
be done in real time (for example, simultaneous games at a convention or Long Con 
event), or by conspiring during downtime to generate cross-promotional elements for 
each Creative to put On Deck (p.109). 


To play out a Live Invasion, both Promotions use the preceding rules, treating the other 
as their Rival. If you’re already two or more Tiers apart, add your starting Tier difference 
to determine when the Invasion stops (so, if you start at Tier 1 and Tier 4, add three— 
the invasion ends once you are five or more Tiers apart, not two). In addition: 


Æ When you establish Heat with a wrestler on the Rival roster, do not cool it off for 
not crossing paths with them in an Episode. It keeps its rating from the last time 
you encountered them for any confrontations in the future. 

Æ Add the following to the Once you’ve picked 3 of these Advancement options 
for every Gimmick: Jump to the Rival Promotion. You join their roster with your 
current Audience, and set Heat thusly: Heat +1 with everyone lower or equal 
in Audience to you; Heat +2 with everyone with more Audience than you. Your 
new Promotion Tiers Up (as this is a defection from your original Promotion). 

* If a wrestler shows up on a rival show without having taken this Advance option, 
they count as having 1 less Audience for the duration of their appearance. If 
they need to establish Heat with anyone they don’t already have Heat with, it 
starts at +1 regardless of Role. 

Æ The booking for any Episode is under the purview of Creative for that Promo- 
tion, even when it includes wrestlers from the Rival Promotion. If they want 
to swerve their storylines, even when given something that is directly counter 
to what they usually expect or receive in their home Promotion, it’s under the 
usual rules of using Moves that BOOK results (unless they BREAK KAYFABE). 


PROMOTION DEATH 

Promotions are born, grow, and, eventually, die. Supports and Struggles indicate the 
health of your company. If you have more Struggles than Supports, the company’s 
future could be in danger. Your Promotion faces collapse when either: 


* You end an Episode with no Supports and only Struggles. 
%* You end an Episode with more than twice as many Struggles as Supports. 


When one of these happens, your next Episode is your last one for the Promotion. You 
can frame this Episode as a desperate effort to keep the lights on (and see if the roster 
can get enough Audience to Tier Up, giving the wrestler in the Top Spot the chance to 
save the Promotion), or use it as the natural ending point of the Season. Or, maybe the 
checks just stop coming, and you play out a final Episode as an epilogue or eulogy for 
the company. 


Promotion death is easily avoided if you don’t want to have it be part of your game. 
Keeping a rough equivalency of Supports and Struggles will keep the company going. 
But if you do want the health of the company to be part of your Season’s story, keep in 
mind that you can use a Hard Move to add a Struggle or remove a Support when appro- 
priate. This will place the onus on whoever’s in the Top Spot to balance their goals with 
how best to keep the Promotion going. 
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CUSTOM MOVES 


Custom Moves can be part of any game, whether using Simple or Living Promotions. 
The most common custom Moves represent specific match stipulations and player-re- 
quested ones from the Create a Custom Move Advancement option. But you can make 
custom Moves for anything you want to provide specific structure for in your game, 
including for your Promotion (you can see some examples in the included Promotions 
(p. 190)). Custom Moves should focus narrowly on the specific wrestling moment you 
want to emulate, and the outcomes should be the kinds of fallout you would expect to 
see in a wrestling show from that moment happening. 


Moves have two basic components, a fictional trigger and an array of results. To cre- 
ate a custom Move, the most important thing is to specify the trigger. What’s the fic- 
tional circumstance with a non-predictable result, or that demands a specific array of 
outcomes? In some cases, a Move doesn’t need a fictional trigger, but rather triggers 
on a particular circumstance. For example, the Over Move triggers on being in the Top 
Spot, and Audience Moves trigger by Creative deciding they apply before or during an 
Episode. But, for most Gimmick Moves you probably have a mental image of what the 
wrestler does or says to build the Move around. That’s the trigger. 


A word of advice: try to keep the trigger for a Move in the hands of the player who 
makes the Move—the trigger should be proactive, not reactive. Very few Moves in 
World Wide Wrestling trigger when someone else does something. Moves that ask a 
player to pay attention to what everyone else is doing just in case they create the trig- 
ger for a Move means that they are often forgotten. Also, if a Move depends on anoth- 
er’s action, the player may not ever get to make the Move! If it does concern another’s 
actions, phrase the trigger as the active question for the player making the Move, ora 
judgment call they need to make. 


FOR EXAMPLE 


The Luchador has this Gimmick Move: 


C TRADICIONAL: You refuse to be seen without your mask. 


Tradicional: You refuse to be seen with- Whenever your mask is at risk of being removed, roll +Work if it’s 
your choice, or roll +Real if it’s someone else’s. Gain +1 Heat with 

out your mask. Whenever your mask your foe, and ona 10+ pick 2, ona 7-9 pick 1: 

is at risk of being removed, Roll + Work im You BOOK the next match of the feud. Ona Botch, lose -1 
mè You cover your face in time and flee. Audience, as your 





if it’s your choice, or Roll +Real if it’s 
someone else’s. 


m Someone comes to your aid in time mystique is lost. 


to stop your unmasking. 
This walks the line of being reactive, but the trigger of “Whenever your mask is at risk 
of being removed” is never going to be in question, as it’s something the player will 
always know is happening. By contrast, an early draft of this Move read: 


Tradicional: You refuse to be seen without your mask. When someone tries to 
unmask you, Roll +Real. 


This Move has a much narrower trigger, and also took the autonomy out of the 
Luchador player’s hands. It triggers on someone else’s action, not the player who’s 
Move it is. Reworking the Move to cover two possible conditions, when the wrestler is 
in on being unmasked as well as the original conceit of someone else taking their mask, 
put the focus back on the Luchador’s player and makes it broadly applicable to more 
situations that are likely to come up in play. 





Once you’ve worked out the trigger for the Move, think about what Stat it should 
involve (if any). The four core Stats are the default options, but you can also roll +Heat if 
the Move concerns a relationship with another wrestler, or +Audience if the Move con- 
cerns either addressing the crowd directly, or the power that having the crowd behind 
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you gives you. Remember that both Heat and Audience never go negative, so Moves 
that roll on them are more likely, on average, to be successful! 


If it’s a very specific Move, you could also roll on anything else that is additive and rel- 
evant to the Move, like +number of current Injuries, or +number of Advances taken. 
You can also just roll 2d6 with no Stat, which means that Momentum will play a larger 
role in gaining success (like for the FINISHING MOVE). 


Finally, you don’t need to roll at all if it’s something that isn’t left to chance. The Role 
Moves, for example, are made by simply spending Momentum. You also can have 
Moves that just happen when they happen, without needing to roll dice—this is how 
Creative’s Moves work, as well as Gimmick Moves like the Veteran’s RING GENERAL, 
which triggers whenever they start a match. 


All of that said, most Gimmick Moves will involve dice, and contain results arrayed on 
the 10+/7—-9/Botch scale. 10+ represents something going very well, 7-9 represents it 
going the wrestler’s favor but with some kind of drawback, compromise or complica- 
tion, and a Botch represents it not going over and causing an unwelcome consequence. 
This game has a relatively rigid rules structure for Move outcomes, mostly a combina- 
tion of these basic ingredients: 


ON A 10+ ON A7-9 

* Gain +1 Momentum. * Gain +1 Heat with someone or 

* Gain +1 Heat with someone. they gain +1 Heat with you. 

* You and someone else gain +1 XÆ Add or remove a stipulation to a 
Heat with each other. match. 

Æ Book a specific segment, includ- Æ Get something you want at a cost 
ing BOOKING a match. or drawback. 

Æ Get something you want with no * Create a fictional position for 
cost or drawback. yourself that’s unstable or puts 

Æx Create an advantageous fictional something at risk. 
position for yourself. Æ Put someone at the risk of injury. 

Æ Injure someone. Æ Give someone +1 Momentum. 

Æ Pick 2 options from a list shared Pick 1 option from a list shared by 


by 7-9 results. 10+ results. 


ON A BOTCH 
All Botches invite Creative to make a Hard Move. 


AUDIENCE 


GAINING AND LOSING 


In addition: There are few. Moves, outside of 
* Lose -1 Heat with someone. FINISHING MOVES (which require 
Æ Face negative, legit repercussions for your actions. POJU JCU EEE 
* Tal Inj results), that gain Audience directly, 

ah aoe or that lose Audience on a Botch. The 

Æ Lose -1 Audience (generally for Moves that roll ones that do tend to be Moves that 
+Real). roll on +Real. This is because +Real 

* Gain +1 Momentum (to represent learning, and is the riskiest Stat to rely on. +Real 


to keep Momentum gains balanced across Epi- 
sodes)—the Basic Moves all have this, but few of 
the existing Gimmick Moves. If you expect a Move 
to be used by multiple wrestlers frequently during 
Episodes, consider including this. 
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Moves should be high-risk, high-re- 
ward—twitching the curtain can pay 
off big, but when it doesn’t work the 
wrestler is potentially disrupting the 
suspension of disbelief for the entire 
show, and that’s not going to make 
anyone else happy. 
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Not every custom Move needs to be an entirely original composition. Here are the com- 
mon templates used for many of the Gimmick Moves: 


Substitution Moves: These allow rolling one Stat instead of another when 
they perform a specific action. For example, the Jobber’s SYMPATHETIC lets 
them roll +Work instead of +Audience when they Worx THE AUDIENCE, as Job- 
bers tend to have low Audience but the crowd can still respect them for their 
in-ring work. 


Enhancement Moves: These trigger off of a certain roll or fictional achieve- 
ment in order to demonstrate how much better that character is at a specific 
thing than other wrestlers. For example, the Luchador’s HUMAN HIGHLIGHT 
REEL gives them a +1 Audience when they hit a top rope maneuver with a 10+, 
as that’s the signature thing the audience is there to see them do. 


Conditional Moves: These always result in a certain effect when they’re trig- 
gered. For example, the Veteran’s RING GENERAL grants them an automatic +1 
Momentum whenever they start a match, as their role on the roster is to be 
seasoned in the ring and know how to play to any audience. 


Stat-Boosting Moves: These give a persistent +1 to a Stat when taken. The 
four core Stats have multiple boosting Moves distributed among the Gim- 
micks (p. 212). You could reskin the descriptive effect for any of those, or 
attach a condition or special effect. For example, the Clown’s FUNNY Is MONEY 
gives both +1 Look and an exception to the Worx THE AUDIENCE Botch. 


Custom Moves should always be up for revision in play. Check in with the player after 
they’ve used it a couple times to see if it’s giving them the feeling they were going for 
and be ready to make modifications if the Move needs some adjustment after it hits 
the table. 











OH SWEETIE, 
The “Patriotic Paragon” ) THOUGHT You 
Lady Freedom will not hesitate GREW OUT OF 
to Call Your Mother 






| Sp 


One of the most 
devastating 
submission 

maneuvers ever 
seen on TV. 
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CREATING A CUSTOM MOVE 


Eric spends an Advance on making a custom Move for Mammoth Marco. He wants 
to represent the Monster’s signature habit of no-selling his opponents offence in the 
ring in order to maintain his mystique. So far, he’s just rolled +Body for the WRESTLING 
Move, and handled it with narration. However, he wants to use the Custom Move to 
capture how it adds to his stories in the ring, as no-selling usually implies that you 
make your opponent look worse by not taking their offense seriously. After discussing 
it with Nathan they come up with: 
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Mammoth Mountain: You are the mountain. 


When you refuse to back down in the face of your opponent’s fury, you can INTERRUPT 
without spending a Momentum. 


When you show a crack in your façade of strength or take a step back in the face of an 
assault, you can gain +1 Momentum for THE COMEBACK even when you already have 
Momentum. 


This builds on the standard In-Ring Moves in a way that grants Mammoth Marco a 
bounty of Momentum for doing his thing, but also incentivizes showing the occasional 
respect to others that is part of his style. Their first concept was a “Roll +Body” Move 
with an array of outcomes that Marco could use instead of the WRESTLING Move, but 
after trying it in a match it felt like too much of a gimme. His high Body score meant 
he was almost always was able to hit it on a 10+ and just keep dominating the match, 
pulling even more focus away from his opponent. Reconceptualizing it as a modifier to 
other Moves balances out the narrative and mechanical effects and brings the Move 
into line with his original concept. 


CUSTOM GIMMICKS 


The basic 15 Gimmicks cover a broad range of wrestlers and styles, but wrestling con- 
tains multitudes. If the existing Gimmicks don’t decribe the exact wrestler archetype 
you'd like to see, you can make your own! Making new Gimmicks is a great way to trans- 
late what excites you about wrestling into playable form. 





Use an existing Gimmick that’s close to what you have in mind as a template. There are 
constants across the core Gimmicks, so that they interact on the same mechanical level 
and are compatible across all games of World Wide Wrestling: 


* Position on the card: Some Gimmicks are Career Gimmicks (p. 44), which 
means that they have a position in the wrestling world that is either very spe- 
cialized (like the Jobber) or they’re a lifetime worker with lots of experience 
(like the Veteran). This gives them slightly higher starting Stats at the expense 
of limited Advancement options and Moves that are constrained to their spe- 
cialization. 

Æ Stat distribution: A standard Gimmick totals -1 when their four Stats are added 
together (including the add +1 to any stat customization). A career Gimmick 
generally totals to 0 across the four Stats. Within this total, you can also use the 
choice of bonus to two particular Stats, or a bonus and a penalty (like add +1 
to one and -1 to another to push the Gimmick into a certain Stat specialization. 
Heat Questions: Come up with four Heat questions, two that imply a positive or 
helpful relationship, and two that imply a contentious or difficult relationship. 
Wants: Come up with a thematic Want to add to the basic list. This should be 
something that can be satisfied in the context of a wrestling match. 

Audience: Most standard Gimmicks start and reset to +1 Audience, and most 
career Gimmicks start and reset to +2 Audience. 
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* Default Moves: Every Gimmick needs a FINISHING Move (or equivalent, like the 
Manager or the Jobber). If the Gimmick has a particular specialization as a core 
part of the archetype, they should have another default Move that represents 
that. Most career Gimmicks have a second default Move. 

Æ Discretionary Moves: Each Gimmick has 3-5 options for the Gimmick Moves, 
and starts with 3 Moves total. So, if they start with 1 default Move, they pick 2 
discretionary, or if they start with 2 default Moves, they pick 1 discretionary. 


Æ One of the discretionary Moves should be based on +Real, even if the Gim- 
mick doesn’t have a +Real focus—all wrestlers should have some kind of 
ability to blend legit and kayfabe, even if they’re not very good at it. This 
could be a backstage/off-camera Move, or one that happens on-camera. 

* Do not base all of their Moves off of their highest default Stat! Give some 
choices to encourage spreading out their Stats in play. 


xÆ Injury: Standard Gimmicks have three Injury boxes, and Injury effects should 
mix a minor advantage with a thematic drawback that’s in effect while checked. 
Some career Gimmicks have fewer Injury boxes or bigger effects when they are 
injured. Gimmicks that are prone to injury check 2 boxes at a time instead of 1. 

* Advancement: Come up with a thematic Advancement trigger to add to the 
three common triggers. This should be something that the wrestler actively 
decides to do and can be “seen” by the imaginary viewing audience when it hap- 
pens. This should not be the same as their custom Want, and if possible should 
be something that won't naturally happen at the same time as the Want— 
that is, it should be rare for a wrestler to get their Want and hit their custom 
Advancement trigger in the same match. 

XÆ Advancement Options: You can keep the default list or customize it to your 
liking. Look at the Repackage option and specify which existing Gimmicks this 
Gimmick can transition to (or is barred from taking). Standard Gimmicks should 
have plenty of options, and career Gimmicks should have fewer (or maybe even 
none at all). 


Of course, you can go outside the box and follow your creativity wherever it leads when 
it comes to custom Gimmicks, but these baselines are a good starting place. 


The real art of the Gimmick comes in writing their Moves. A note for consideration: 
sometimes, you'll start with a Move and then have trouble filling in an entire Gim- 
mick around that Move. If there’s a cool thing you have in mind that doesn’t quite 
fill out a whole unique Gimmick, consider whether that should join the existing 
Role Moves (p..66) or Specialist Moves (p..132) for your Promotion instead. 

That said, making Moves is fun! Use the existing Moves and the guidelines under 
Creating a Custom Move (p. 145) to help fill out what you need for your custom Gim- 
mick, keeping in mind what specific situations you see that wrestler in, and what you 
want to see happen in the game as a result of their choices in those situations. 
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Going BEYOND THE RING: 


THE Roab 


CHAPTER NINE 


So far, World Wide Wrestling has focused on the action in the ring and what happens in 
the building during each Episode. For a look into the lives of your wrestlers when the 
lights gp dark and they change out of the spandex, it’s time to hit the road. 





The gig doesn’t stop when you leave the venue. Depending on the scale of your Pro- 
motion and how often you run shows for a live crowd, your wrestlers may live the 24/7 
travel lifestyle or have “government jobs” that pay the bills. Either way, they’re going to 
spend some time traveling. The road leads to pride and shame, pranks and diners, the 
open road and traffic jams, chances to learn from the greats, obstacles to raising a fam- 
ily, visits to sick kids and gigs signing autographed headshots in a union hall. 


The situations and Moves in this Chapter cover snapshots of the most important or 
influential moments your wrestlers have between normal televised Episodes. You can: 


Play out an Episode entirely on the road. 

Play through a few scenes at the top of your normal Episodes to contextualize 
the upcoming show. 

Play a scene with a single player or subset of the players before everyone 
arrives for the full Episode. 

Play out a flashback of something that happened on the road in the middle of 
an on-camera segment. 

Play out a segment off-camera that’s built around one of these Moves instead 
of PLay Po.itics to handle disputes or clashes outside the ring. 


* * * ¥* 


Hitting the road is entirely optional and doesn’t need to happen in any regular pattern, 
but it can be a nice break if you want to get to know the characters under the masks or 
mix up a long-running Season. Be aware: once you go on the road, the chances are high 
you'll bring some of that dust back into the venue with you! Many of the Moves here 
have implications for the next standard Episode in front of an audience, so make sure 
to keep track of the fallout from hitting the bricks. 


This Chapter is divided into thematic slices of life on the road: 

Conventions & Special Appearances (p. 149) 

Event Promotion.(p..150) 

Home. and Family (p..151) 

Travel Partners (p. 153) 

Getting Lost and Getting Found: Addiction and Recovery (p..154) 
Many of the Road Moves reference or create problems for the wrestler. Each section 
includes sample problems or tough situations, which can also be used as the premise 
of a scene of that type. Some Road Moves refer to gaining or promising favors. Favors 
can concern life on the road or be called in once the cameras roll to gain an advantage 


in on-screen storylines. As with all Moves, a Botch on a Road Move is an invitation for 
Creative to make an appropriate Hard Move. 
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REVISITING STATS 


Body, Look, Real and Work describe what you need to get through a wrestling show, 
but life is more than a performance. When you’re on the road, think of the stats thusly: 


Body is your physical strength and athletic skill, but also getting your way 
through your air of danger or your sheer physical attractiveness. Demanding 
an upgrade to your rental car during a blizzard or throwing your back into a 
stuck lugnut both need the former; flirting your way past state troopers or 
getting a room in a sold-out hotel when nobody has cash to grease the man- 
ager requires the latter. 


Having high Body means you often get what you want, and that you may 
have options for making money in adjacent sports and physical entertain- 
ment (like MMA, football, or circus performance). 


Look is your celebrity. Visiting the children’s hospital, hitting the local talk 
show, and commissioning costumes for your new gimmick all go smoother if 
your fame precedes you. 


Having high Look means you can transition your fame into other forms of 
booking (better paydays for less work), mass entertainment (action movies) 
or politics (name recognition? You got it!). 


Real is your sincerity, and your ability to blend who you are as a person with 
what people expect based on the character they’ve only seen on TV. Social 
media engagement, defusing (or starting!) legit fights, and treating others 
like people and not marks are all made easier if you’re in touch with yourself. 


Having high Real means you can move on after wrestling, whether your time 
in the ring was generally positive or not. You, more than most, can take the 
character off at the end of the night. 


Work is your skill at wrestling, but also your dedication to the craft and your 
reputation in the field. If you’re a student of the game, you can focus on how 
to make it in your career and are good at keeping kayfabe. You are also able 
to articulate to loved ones why you keep doing it. 


Having high Work means wrestling is more than just a job to you, it’s some- 
thing you invest your identity in. Even when your body gives out, you'll 
always have a place somewhere in the business. 


MOVES ON THE ROAD 


Do not use the Basic or Role Moves when you’re on the road, with the exception of 
PLay Potitics for an argument that’s specifically related to your wrestling life. Gimmick 
Moves are also generally not available (as they are framed around storylines and crowd 
interaction), though some that roll on +Real may be appropriate—check with Creative. 
Instead, use Road Moves to handle situations and conflicts you run into on the road. 


You do not start an Episode that’s entirely on the road with any Momentum, but you do 
spend Momentum as normal for scenes on the road once you have it. 

The situational Road Moves are split up by section through the rest of this Chapter. If 
something comes up on the road that isn’t covered by a more relevant Move, use the 
general-purpose Road Move DEAL WITH IT. 
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Road Move—Deal With It: When you face an obstacle on the road that requires 
you to take definitive action, decide which Stat is most applicable (as described 
under Revisiting Stats (p.148)) and roll +Stat. 

* Ona 10+: you get what you want and pick 2 from the 7-9 list. 

* Ona 7-9: Creative offers a tough choice, a hard bargain, or an unwanted com- 
plication to get what you want. It’s up to you if you want to take it, and pick 1: 
m Gain +1 Momentum. 
mẹ Ask a leading question about the situation for Creative to answer. 
mẹ You owe someone a favor. 


i> Someone owes you a favor. 
Æ Ona Botch: you don't get what you wanted, but you do get what you deserve. 
This may include an Injury, if the situation warrants. Gain +1 Momentum. 





HITTING THE ROAD 


Each section is a kind of situation you'll find yourself contending with on the road. 
These situations might be the setting for a single scene, a chunk of the story between 
wrestling appearances, or cover the entirety of an Episode on the road. 


CONVENTIONS & SPECIAL APPEARANCES 

Some top-tier performers don’t have to worry about these things; but for workers at 
smaller feds or wrestlers living in semi-retirement, there’s a delicate balance between 
preserving your image and profiting off it. Fan conventions, trade shows and sports 
exhibitions all love a draw, and sometimes you can make good money without taking 
any bumps. Sometimes. 


These appearances reflect the agony and ecstasy of small-time wrestling fame. Fans 
who come to get signatures or pose with wrestlers for pictures range anywhere from 
reverential (with odd gifts, stories of your influence, and embarrassing awe) to con- 
frontational (explaining your career to you, challenging you to a fight, or begging for 
favors.) The tone for a convention event or other special appearance can vary wildly 
depending on your game. Do you want to yuk it up with whackadoodle fans and cause 
drama with other convention Special Guests? Or do you want to focus on NPWs who 
are just as broken as you are, desperate for one last match—or, worst of all, completely 
happy with their situation? 


Road Move—With Special Guest: When you trade off your legacy to earn cash, 

roll +Work. If you have an Advanced Role, add an additional +1. 

* Ona 10+: the event leaves you invigorated, gain +1 Momentum and pick 2 from 
the 7-9 list. 

xÆ Ona7-9: it’s a mixed bag at best, pick 1: 
m The event leaves you feeling good. 
mẹ You don’t give away something valuable (a secret, an heirloom, your dignity). 
mẹ You earn enough not to have to do this again soon. 
mẹ You catch wind of a beneficial booking, and Creative adds it to what they 

have On Deck for the next regular Episode. 

Æ Ona Botch: none of the above. Nobody comes to your table, you have a misad- 

venture during the event, or both. 
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PROBLEMS AT CONVENTIONS 

These situations can be the overall frame for a scene, flow naturally from play or serve 
as misadventures to add in as a result of Botches or unwelcome complications. Each 
category of Road situations will have it’s own list of problems. 


Æ You just can’t get away from the close talker who’s blocking the rest of the line 
from getting up to you. 

You run into an old flame who you didn’t part with on good terms. 

Your lunch never shows up. 

You’re treated as if you are your wrestling persona by the people running the 
show. 

You’re treated as if you should be grateful to them for this “opportunity.” 
Someone steals your money when you're not looking. 

Someone challenges you to a physical contest that you’re not prepared for. 


EVENT PROMOTION 

It’s time to hit the streets and get butts in the seats. For a top tier company, event pro- 
motion means morning TV appearances, drivetime radio, and red carpet events with 
crossover appeal (like getting photos with mainstream celebrities at an awards show 
or awarding a special commendation at the State College Football Hall of Fame cer- 
emony). If you already struggle to fill the local Eagle’s Club once a month, it’s time to 
post up flyers and see if any of restaurants on the block are willing to give out coupons. 


HHH HHH 


Road Move—Hit The Streets: When you promote the next event in person, decide 

which Stat is most applicable (as described under Revisiting Stats (p.148)) and 

roll +Stat. 

XÆ Ona 10+: you pull in fans to see you at the next event. Gain +1 Momentum. The 
next time you WORK THE AUDIENCE, count a 7-9 as a 10+ as they pop to finally see 
you live! 


XÆ Ona7-9: you get some interest, but it’s only because you lie or exaggerate about 
something you know isn’t going to happen. Gain +1 Momentum. If the thing you 
lied about does happen, gain +1 Momentum then as well! 

* On a Botch: you actively discourage them from coming. Whoops. Choose 
whether you lose -1 Audience, or you get booked into a dumb promotional stunt 
at the show in place of your current in-ring storyline. 





Road Move—Work The Media: When you appear on a media outlet to hype an 
upcoming show, Cut A Promo. If you are part of a Living Promotion, roll +Tier 
instead of +Look. Apply the Cut A Promo result to the show you’re hyping up once 
it starts. 
mẹ If the event isn’t live, you can spend 1 Momentum to do another take; reroll 
the dice. 


m |f Mythic Moments are unlocked, note that it’s possible to get the CuTA 
Promo Mythic Moment on this Move. 





Going on the media circuit and talking fans into the building are tried and true promo- 
tional efforts, but of course these days there’s always a chance that going viral on social 
will boost your recognition! If your game is set in the pre-internet era, this won’t come 
up. But if social networking sites are well established in your game’s timeframe, use the 
following Move whenever you log on to build some hype: 
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Road Move—Social Media Presence: When you share something personally 
meaningful with the internet in order to get clicks, roll +Real. (If you could nor- 
mally replace +Real with another stat, you may do so online as well.) 
* Ona 10+: it goes viral. You count as having +1 Audience at the top of the next Epi- 
sode, including starting with the Momentum for that Audience. If this takes you 
to the Top Spot, you join anyone already there without bouncing them out (and 
make the Over Move as usual). After your first appearance on-screen, go back to 
your original Audience. If you happened to gain (or lose) Audience during that 
appearance, then apply that to your original Audience, not the boosted score. 
* Ona 7-9: gain +1 Momentum and pick 1. You connect with your True Fans, but: 
mẹ It doesn’t really fit your character, lose -1 Heat with your opponent in your 
main feud. 

mẹ |t makes someone else look good, they also gain +1 Momentum. 

mẹ |t exposes you to ridicule, inside or outside your promotion. Creative BOOKS 
you ina match to humiliate or punish you. 

mẹ Your words are twisted and taken out of context by the majority of the audi- 
ence; at the start of the next Episode, take 1 less Momentum for your Audi- 
ence rating than normal. 

* Ona Botch: congratulations, you played yourself. Lose -1 Audience. If you are 
part of a Living Promotion, you can instead choose to add a Struggle that relates 
to the headache you've generated for the company by mouthing off online. 





PROBLEMS DURING EVENT PROMOTION 

The match you’re shilling requires too much backstory explanation. 
“Wrestling’s fake, right?” 

You're running late to the morning show and they bring on the local zoo’s Snake 
Guy instead. 

You go to the wrong place for the interview. 

You say your social account was “hacked” but it’s clear it wasn’t. 

Your social account is actually hacked. 

Online posts get co-opted by weirdos; you’ve been memed. 

You somehow start a feud with a local celebrity. 

Someone lower on the card challenges you during a promotional appearance in 
order to force themselves into a feud with you. 


HOME AND FAMILY 

Some of your time, hopefully, will be spent apart from other wrestlers. Every so often 
you'll return to your family, the ones you do this for (or ceaselessly disappoint, or both). 
Do you sleep in your own bed every night? Do you have a spouse and kids you make 
sure to see every weekend no matter where you have to fly in from? Is there a relative 
who tracks you down to see what you ended up doing with your life? Decide who you 
go home to, when you do go home. “Going home” here means having a meaningful 
interaction with someone you love (or used to love), whether or not they love you back. 


KHEHHKH HHH 


Before you go home, ask yourself: is my family basically supportive, or basically unsup- 
portive? This may have been established previously in the game, or you may need to 
think about it before starting a segment that involves you talking to your loved ones. 
You may have some family that’s supportive and some that aren't, as well. 
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When going home, Creative or the other players play your family members. 


GOING HOME TO SUPPORTIVE FAMILY 


When you spend time with your supportive loved ones, erase an Injury check. They'll 
ask you a hard question: 


* If you had to, would you choose us or wrestling? 

Æx What would it take to make you quit? 

xÆ When did you lose track of what’s real? 

Æx What won't you do to get ahead? 

Æ ...or another question that you may be unwilling to answer honestly. 


If you answer honestly, gain +1 Momentum. It’s up to Creative if an honest answer 
means that they stop being supportive of you, though. You can avoid answering but 
lose all Momentum if you do. 


GOING HOME TO UNSUPPORTIVE FAMILY 
When you return to an unhappy situation, you can either accept the status quo or set 
your house in order. 


If you accept the status quo: describe what that looks like and how quickly you get 
back to work. Then: 


m Your next roll, whether on the road or in the next Episode on camera, counts 
as one result level lower than what you roll (a 10+ counts as a 7-9, a 7-9 
counts as a Botch). If that roll is a Botch, something happens at home while 
you're away that’s as sad as it is inevitable. 

m Start the next Episode with +1 Momentum 





If you set your house in order: describe what that looks like and choose the most 
appropriate Stat to roll on (per Revisiting Stats (p. 148)): 
xÆ Ona10+: you make positive progress; gain +1 Momentum and they ask you one 
of the hard questions above. 
* Ona 7-9: they ask you one of the hard questions above, and everything hinges 
on your answer: 
mẹ |f you answer honestly, it’s up to Creative if it brings them to see your side 
and become supportive of you. 
mẹ If you answer dishonestly, it makes things a little more complicated whether 
they believe you or not. You cannot roll on the same Stat next time you try 
to set your house in order. 
æ Ona Botch: you make things worse. Face a sad yet inevitable consequence. 





CONSEQUENCES OF GOING HOME 

You learn that your relationship is on shakier ground than you thought. 

You learn that a stranger (to you) is usurping your role. 

You discover a secret that’s been hidden from you for far too long. 

You find out where all the money has been going. 

They’ve had enough and kick you out. 

They’ve had enough and leave you. 

There’s been a terrible accident. Maybe you could have done something if you 
had been there. 


w A > 
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Sometimes, going home or facing one of the consequences of doing so will interact 
with Getting Lost and Getting Found: Addiction and Recovery (p.154). 


TRAVEL PARTNERS 

Who do you share the road with? Having travel buddies means less driving for you and 
(hopefully) splitting the gas money. You might have a dedicated crew that always rides 
together, or you could hop in the car with whoever has room on any given night. 


If you’re lucky, you'll end up riding with someone who can teach you something. Wres- 
tling training was high school (academically and socially), performing for real crowds 
are your intro survey courses, but the long car ride is where you get that graduate 
degree in the business. 
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Road Move—lIn The Car: When you share a ride with someone and open up to 
them, roll +Heat (if you have no Heat, roll flat 2d6 instead of establishing at +1). 
* Ona10+: it’s a good bonding experience, gain +1 Momentum and you pick 1 from 
the 7-9 list. 
æ Ona 7-9: you open up to them and they decide how to reciprocate, they pick 1: 
i You open up too much, giving them some juicy gossip. 
i You promise a favor that you already know is going to cause trouble. 
mẹ They promise you a favor that you’re not sure they'll keep. 
mẹ You get the dirt on someone you didn’t expect. 
* Ona Botch: lose -1 Heat with them (they describe why) and there’s a misadven- 
ture before you get to your next stop. 





Road Move—Under The Learning Tree: Anyone with a +3 in a Stat counts as a 
master. If you travel with a master for an Episode on the road and accept their 
mentorship, they'll assign you a task, test or threshold to meet the next time 
you're in the ring. If you achieve what they ask of you, move your matching Stat 
up by 1 (max +3) and another Stat down by 1 (min -2). 


mẹ If the master is another player’s wrestler, they choose their test and decide 
whether you’ve achieved it or not. 

mẹ If the master is an NPW, Creative will tell you what Stat they embody and 
chooses the test. It’s up to them whether you pass or not, but generally 
unless you Botch during the critical moment or it’s otherwise made clear 
that you don’t make it, Creative should err on the side of you passing. 





PROBLEMS WHILE TRAVELING 

Æ The local police hate pro wrestling. 

* The local police LOVE pro wrestling... do you want to show them some of your 
moves? Sign some merchandise? Take a photo for the kids? Kendra here could 
definitely escape your ankle lock, she studies Judo. 

There’s a snowstorm coming. Do you push through a blizzard or risk missing 
your next show if you get snowed in? 

Where'd the gas money go? No, we gave it to Fyre. He’s not asleep in the back? 
Did we leave him back at the Waffle Palace? 

Æ The driver decides to turn into one of those “73 ounce steak challenge” places, 
and now you can’t get back on the road until everyone cleans their plate. 
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GETTING LOST AND GETTING FOUND: ADDICTION AND RECOVERY 
Wrestling is a business of constant travel and physical damage, wearing down both 
body and mind. If you want to play a wrestler who uses drugs to cope, it’s up to you 
how much focus that has in standard Episodes. Your wrestler may be ashamed of their 
usage, or see it as a matter of course, an occupational hazard. 


To be totally clear, you do not have to include drug use or addiction as a part of your 
games atall if it isn’t interesting or engaging to you. Substance abuse is usually a back- 
ground issue and not part of on-screen storylines. However, it is part of the reality of 
professional wrestling and worth addressing if your group wants to include it. 


As with everything on the road, scenes about addiction and recovery can be brief inter- 
ludes, the focus of one wrestler’s journey between shows, or the subject of an entire 
Episode on the road. 


SAFETY AT THE TABLE 

If you want to play a game that includes these topics, make sure to use Making the X 
and Try Another Way (p. 25) to make sure everyone is able to play out these kinds of 
scenes without going too far into details that will take them out of the game or create 
discomfort at the table. In addition, invite everyone to set any Ground Rules about drug 
use or substance abuse scenes: 


Ground Rules: These are specific things that players don’t want to see in the 
game: “I'd like to explore this, but I want a ground rule about not getting into 
people selling their bodies for drugs, let’s just not go there.” 


... or that they want to keep off-screen—it happens as a part of a scene, but 
you don’t spend any time on it other than just saying it happens: “Let’s put 
the physical use off-screen, like shooting up or whatever. We can just establish 
whether someone is high or not when we need to.” 


Once a ground rule is made, everyone respects the rule. 


Be aware that sometimes people don’t know what their lines are or that they won’t want 
to see certain things up-front! This is what the X-Card is for. 


INJURY BOXES WHILE ON THE SAUCE 

The Moves having to do with drug use refer to X-ing out Injury boxes from right to left. 
This means that you place an X in your right-most empty box instead of a checkmark. 
This is no longer an empty box, and it isn’t erased like normal Injury checks. 


Æ You do not count as being Injured for the purposes of the Injury rules, and so 
you do not get your Injury effect, if you have only X-ed out boxes. 

Æx When all of your Injury boxes are checked or X-ed out, that means you can no 
longer compete (along with any other conditions triggered by having a full set 
of checked Injuries). Prolonged use impacts the body’s ability to recover and the 
spirits willingness to keep taking bumps. 


INJURY CHECKS AND X-S 


For example, if a wrestler with the Veteran Gimmick has 

ey Injury box X-ed out f f the following M 
When you get injured, check an Injury box. When injured, one njury Ox ed ou rom one o e TO owing oves, 
Se ee and also has an Injury box checked from a match, their track 


repercussions, but you gain +1 Momentum if you don’t. 


would look like this. Because of the X they can take only 
eal = check off one more Injury before being unable to compete. 


When you spend an Advance, you can erase a check. If you 
have 3 checks, you can no longer compete. 
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DRUG USE ON THE ROAD 

Wrestling is hard on the body, and there’s usually nothing wrong with taking a little 
something to help recover. But over time it takes a little more, than a little more, and 
then it’s just what you need to get through to the next show. 


Anything unusual or controlled you take to continue your career is a “recovery” drug. 
How do you get these drugs? From the company, from other wrestlers, via online mail 
order, prescribed by a doctor, from a dealer? The consequences and odds of getting 
caught can vary tremendously. Is the company undergoing a scandal where they need 
a scapegoat? Are you too good to test, and everyone knows it? What if your mail order 
pills are delivered to the arena mailroom instead of your hotel? 


In any case, even if it’s your little secret, you'll need to take your medicine eventually. 


Road Move—Get Through The Night: When you take a recovery drug, spend all 
your Momentum, and erase an Injury check if you have one. This can keep you 
from retiring or being fired if that’s on the table. Then, roll +Real: 


XÆ Ona 10+: you completely get away with it. 

xÆ Ona7-9: you don't, pick 1: 
mẹ You're still feeling it, and lose -1 to your highest Stat during the next Episode. 
m Someone finds out about your use. 

æ Ona Botch: as a 7-9 and also X out your right-most Injury box. 





While recovery drugs are just part of keeping you in top form, recreational drugs are 
the ones that make you feel like a real celebrity, take the edge off, or open the gates of 
perception. While some performers swear by them, they usually don’t really help in the 
ring. What is your relationship to the fun stuff? Where do you get it, and who do you 
party with? When you do imbibe, whether on purpose or as a rib from someone who 
really doesn’t have your well-being in mind, make the following Move. 


Road Move—Time To Party: When you take something recreational, roll +Body. 
XÆ Ona 10+: pick 2 positives, and Creative picks 1 negative. 
* ona 7-9: pick 1 positive and Creative picks 2 negatives. 
> on a Botch: you and Creative each pick 1 negative, and X out your right-most 
Injury box. 
mẹ Positives: 
m You find camaraderie! Take +1 Heat with someone unexpected. 
mẹ You open your mind! Ask others to pitch ideas for your storylines. You can 
BOOK yourself a match using any of those ideas in the next Episode. 
mẹ Fans get involved! You gain +2 Momentum, and they end up with a great 
story. 
m You save someone’s night! They owe you a favor. 
> Negatives: 
i> Someone saves your night, and you owe them a favor. 
mẹ You're caught by an authority figure and taken out of your hottest feud as 
punishment. 
i You lose control of the situation. Lose -1 Heat with someone. 


i> The story gets out. Lose -1 Audience. If you are playing in a Living Promotion, 
you can choose to add a Struggle to the Promotion instead. 
i> You get in a fight you can’t remember, and take an injury. 
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RECOVERY 

It’s up to you how in or out of control your wrestler’s relationship with substance abuse 
is. If it becomes a central part of their character, you can seek to remove drugs from 
their life as part of their journey. Once you decide to do so, they are on the road to 
recovery. The road to recovery has several stages: 


Æ Acknowledging the disease. 
Æ Self-education. 

Æ Seeking help. 

Æ Physical recovery. 

Æx Life change. 


There are no rules for moving between levels, they’re more of a framework for keeping 
track of your wrestler’s progress based on the events of play. Which stage your wrestler 
is at should reflect their efforts, whether hidden from the company, seen while on the 
road, or with the help of a formal sponsor or other former addict. 


When you decide that you’re on the road to recovery, note how many Injury boxes 
you have X-ed out. You will need to have at least one scene showcasing the change in 
your behavior, plus another scene per X-ed Injury box. So, if you’ve managed to avoid 
X-ing any out so far, you only need 1 scene; if you have 1 box X-ed out you need 2 scenes, 
and so on. The scenes can map to the stages of recovery, or they can be simple vignettes 
showcasing your recovery, whatever makes sense for your wrestler and how you want 
to play out their journey. 


While you are recovering: the following conditions apply to you and to Creative's 
use of Soft and Hard Moves that involve your wrestler. 


i> Take 1 less Momentum at the top of each Episode for your current Audience. 

mẹ Soft Moves while you’re recovering represent temptation, judgment, or 
revisiting damaged relationships. 

mẹ Hard Moves while you’re recovering represent hitting rock bottom, unpleas- 
ant truths, or situations that force you to take a step backwards. 





When you have completed recovery: do the following after having the number of 
scenes necessary, plus any fictional considerations. 


mẹ Erase all Xes from your Injury boxes. 
mẹ Take an Advance. 





If you tell the fans about your recovery, whether during the process or afterwards, it 
unlocks the following Moves to take when spending an Advance. 


FOR MORE ON ADDICTION & RECOVERY 


This abstraction for the purposes of gameplay is not.a medical resource. For information 
and real resources on how addiction can be managed and treated, as well as mental health 
resources, try these: 


recovery.org - American Addiction Centers 
acadiahealthcare.com - Substance Abuse Treatment Options 
nami.org - National Association on Mental Illness 


These sites include tools for looking up resources and programs in your area. 
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Big Shoulders: Namedropping your recovery counts for CHEAP HEAT, for both you 
and your opponents. You can be namedropped a number of times per Episode 
equal to your Audience. Each use, by you or by an opponent, counts (so, if you are 
at Audience +3, and you use this Move once and then two different opponents 
each use it once, it no longer counts as CHEAP HEAT until the next Episode.) 


mẹ You can no longer use the Basic Move CHEAP HEAT (everyone else still can). 
mẹ If you are in the Top Spot, this has uses equal to the starting Momentum you 
have after making the Over Move. 





To take BiG SHOULDERS, you must tell your fans honestly, and on camera: What changed 
to get you past the drugs? How are you different now? The fact that you came through 
the other side of your addiction is now a defining part of your on-screen persona. 
A Problem Yourself: You retain a volatile reputation from your time as an addict. 
When you play on your past for storyline effect or act like you’re still on the sauce 
on-camera, roll +Real. 
* Ona 10+: it draws in the crowd, take +1 Momentum. Then, you pick 1 and they 
(Creative, or your opponent) pick 1: 
* Ona 7-9: tour opponent picks 2: 
m Gain +1 Heat with them. 


mẹ They gain +1 Heat with you. 
i> Add a stipulation to a relevant match. 
mẹ You are BOOKED to lose your next match, specifically to make a statement 
about this kind of behavior. 
æ Ona Botch: you work yourself into a shoot and get the cravings again. Check off 
an Injury box. 





To take A PROBLEM YOURSELF, you must integrate your past as a part of your current per- 
sona. While you are no longer an addict, the crowd still associates you with the rumors 
and dirtsheet stories from when you were. The edginess is part of your appeal, but 
you'll always have your past hanging over you. 


PROBLEMS WITH DRUGS AND RECOVERY 
Æ Someone you care about is using. 

Æ You think someone you know is using—or they think you are. 

Æ Your big match is coming up, and you can either enter the ring hurt... or ask the 
doctor you know for something to take the edge off. 

Æ The booker loves to party after shows. Is it worth being late to the next town if 
it means getting her ear? 

Æx Your tag team partner is much, much better when they’re “on.” 

Æ An international flight becomes a bacchanal, and the company’s shooter wants 
to wrestle. 

Æ Your tag team partner has found religion and wants to convert you. Are they for 
real or is this a scam? 

% The person you’re stuck in a dead-end feud with wants you to join them at a 

Secular Organization for Sobriety meeting. 
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THE Wor_ps OF WRESTLING 


CHAPTER TEN 


Both pro wrestling and roleplaying are sprawling, diverse, deep wells of creativity and 
wonder. This Chapters contains essays on what both artforms have to offer, from a vari- 
ety of authors and perspectives, as well as surveys of the history of wrestling and prom- 
inent wrestling traditions with us today. 





These are not required reading to play! But hopefully, if you are curious about one 
of the covered topics or want to get a crash course in what’s out there for you to be 
inspired by or check out on your own, you'll find them useful. 

The surveys are short tours of the past and present of professional wrestling. The mod- 
ern landscape of wrestling directly grows out of American 19th- and 20th- century side- 
shows and carnivals, but variations on the form that incorporate local history, sports 
and storytelling traditions exist across the globe. It’s easily possible to watch a match 
in a different language and still be able to enjoy and understand what’s going on in the 
ring. However, different regions and styles covered do have identifying traits which 
set them apart from “mainstream” American pro wrestling. Playing a game set in a 
non-American Promotion uses all of the same rules to play, but you can (and should) 
use the overviews here to inform your choices in booking Episodes and showcasing the 
relationships in your game. 

These are necessarily high-level summarys, so if you want to know more about any- 
thing mentioned here... well, get to the matches! 


THE WORLDS OF WRESTLING 


The Art of Play (p. 159)—on “what is roleplaying?” 
Talking About Talking About Wrestling (p. 161)—an interview about the game. 


How.to Let Wrestling Make You A Better Roleplayer (p.163)—on what players 
of all games can learn from wrestling. 


We're All Players in The World’s Greatest LARP (p.165)—on how watching 
wrestling is already playing a role. 


Being a Wrestling Fan (p. 168)—on getting swept up in the drama of the ring. 
A Short History of Professional Wrestling (p.170)—on how we got here. 


Professional Wrestling Is the American Dream (p.173)—on why wrestling is 
always relevant. 


Lucha Libre (p. 175)—on Mexican wrestling. 


Héroes y Mas (p. 178)—on the power, and responsibility, of wearing the mask. 


Puroresu (p. 179)—on Japanese wrestling. 


The Splendor of Puroresu (p. 182)—on what makes Puroresu so captivating. 


Catch Wrestling (p. 184)—on British wrestling. 


World of Sport: A Moment in Time (p. 186)—on the most popular wrestling 
showcase in history. 


Indie Wrestling (p. 188)—on Independent wrestling. 
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THE ART OF PLAY 


Corer a spectrum of communal 
activities that include rules. At one 
end, you’re playing Monopoly but giving 
your pieces personalities and funny voices, or Settlers of Catan and coming up 
with a story about why your settlers interfere with each other’s development as 
you play. At the other end, you’re playing improv theatre games—say, the game 
where someone rings a bell after each of your lines until you come up with some- 
thing more entertaining. At each end, you’re combining improvisational fictional 
content with structural rules guiding how that content develops. At the board 
game end, the rules are very strict and your content, while it may be engaging for 
you, has little effect on how the game plays out; at most, maybe a player puts a 
different piece down because of it than they otherwise would. At the improv end, 
you're coming up with characters with agendas and motivations on the spot, the 
interactions of which are the whole point of the activity. The rules simply demand 
more effort and spur additional creativity from the performers. 

The World Wide Wrestling Roleplaying Game is in the broad middle-ground of 
the spectrum, perhaps a little more towards the improv end than the board game 
end. You create distinct, exciting characters; playing these characters is guided 
by rules that describe and complicate their interactions. Discrete moments arise 
during the game that demand the rules be consulted and implemented, in order 
to make the game more exciting and turn what you want your character to do into 
a story of professional wrestling. 

Like many roleplaying games, this game has a “game master” role: Creative. 
Creative's role is to provide the specific framework within which the other players 
can inhabit their characters and interact in surprising, revealing, and entertaining 
ways. Creative has responsibilities in this game, like coming up with other wres- 
tlers in the promotion, deciding on the long-term story lines, booking the shows 
and matches, describing the audience and the arena, and using the rules to pace 
each session. These all create the context for your wrestling characters, giving 
them a living world within which to pursue their agendas and foil their rivals. 

Everyone at the table is there to entertain each other! It’s everyone’s job to be 
good listeners, build on the opportunities handed them by the other players, and 
offer their character to enhance the ongoing story. 

Playing this kind of game is often broken into sessions. The same group of 
people gets together multiple times over the course of some weeks or months 

and plays out a continuing, unbroken narrative. 

A World Wide Wrestling in particular is suitable for 

table is thereto single-session play (like a board game night) or for 

entertain each a group where you have fluctuating attendance 

sine over the course of the sessions. After all, in the real 

world, it’s perfectly normal for wrestlers to only 

make some appearances and not others. This game calls sessions Episodes; when 
you play out a series of linked Episodes, you’re playing a whole Season. 

During an Episode where you can physically get together, play looks like this: 
pieces of paper are scattered all over a table—each players Gimmick sheet (which 
records all the information you need to know about that character), reference 
sheets (the majority of the rules are summarized on 2-3 sheets of paper), some 
dice (regular 6-sided dice), poker chips or some other kind of token (these are 
used to track Momentum, which you gain and spend frequently during play), a 


“What is Roleplaying” 


and related matters. 
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prop microphone (to hand to the Announcer at any given time), a quick sketch of 
the ring to show where wrestlers are during a big match, drinks and snacks, and 
maybe a laptop or mobile device with entrance music cued up. Everyone’s sitting 
around the table, where they can see and hear each other. Creative, or a player 
who owns the game, should have a copy of the game rules at hand (in case you 
need to reference an edge case or look up a new rule that hasn’t come up yet). 


he medium of play is conversation. You say what your character says and does; 

the other players respond with their own descriptions and narrations. The 
rules of the game mediate the conversation. Some 
things you say (like “I get the audience cheering 
along with me” or “I go for my finishing move” or this conversation in 
“He gets in my face? | stand up and say, very quietly, AAS Ta 
‘Well what are you gonna do about it?’”) trigger 
Moves. This is when you go to the dice, roll them, compare the result to the Moves 
description, and then (usually) make a choice between some possible outcomes. 
That process changes your characters options and guides their storylines into new, 
surprising places. That’s the point of rules: pushing your game to places you and 
your friends wouldn’t think to go on your own. 

Different people hold this conversation in different ways. Some people inhabit 
their character like an actor, changing their voice, physically acting out what 
they’re doing (please be careful!), and speaking in the first person. Some people 
play more like a writer, narrating their character’s actions from a third-person 
perspective and filling in more evocative descriptions in their own voice. It’s very 
common to blend the two, describing your character’s action but engaging in 
dialogue fully in-character. There’s no wrong way to participate and each player 
should find the way that works best for them. 

Because the majority of what you do in the game is talk, you can also play this 
game online fairly easily, over audio or video chat or meeting software. It can help 
to have a shared reference document for characters and Moves, and there are 
options for dedicated platforms that include things like die rollers, but as long as 
each player is responsible for keeping track of their own business and speaking up 
when they have something to say, you don’t need to be at the same table to have 
a great game. 


“Different people hold 





he words “narrative” and “story” comes up a lot in this game text. While the 
medium of play is conversation, the output of play is a story. Not in the sense 
of a composed, outlined, “first this happens, then that happens, then this” story— 
no, the narrative of a roleplaying game is a messy, zig-zaggy trail, composed of 
in-the-moment decisions and unexpected outcomes that only come into focus 
after it’s finished. In the moment, you say whatever strikes you as most important, 
entertaining, or helpful to the situation at hand; the rules of the game will channel 
your creativity into appropriate developments that make fun wrestling stories. 
When you're done, you'll say, “well, | never thought that was going to happen.” 
Bring together some friends, watch a real-world match or two for inspiration, 
go to the rules when you need or want to, and it'll all come together. And, most 
importantly, have fun! 
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TALKING ABOUT TALKING ABOUT 
WRESTLING 


EXTERIOR: MANOVER FAMILY BANK 
AND TRUST SPORTSDOME, TRUTH OR 
CONSEQUENCES, NEW MEXICO. 


t is that golden hour when the 
bright red of the sunset begins to 


An Interview with Anna 


Anthropy 





PAN OUT to reveal the parking lot. It is 
EMPTY except for one car. (It also bears 





give way to the twinkling lights of a banner, saying PAOLETTAMOBILE. This 
the city, that special time that marks also looks handwritten.) 

the transition from “the working x æ >k 

day” to “the evening,” when the grind INTERIOR: MANOVER FAMILY BANK AND 
of capitalism permits us to indulge TRUST SPORFSPOME PAOLETTADOME, 
ourselves in non-productive activi- TRUTH OR CONSEQUENCES, NEW MEXICO 
ties such as “restaurant” or “movie” he Squared Circle glows in the 

or “professional wrestling entertain- fluorescent heat of a lighting rig. 
ment product.” While soon to be marked with blood, 

Or permitted us, once upon a time. It greasepaint, or magic urn Juice, it is 

is 2020, after all. a blank white canvas like an unwrit- 


ten page. It awaits its scribes, eager 
to see use in the recording of history. 


The view observes that a BANNER 
hangs over the entrance, concealing 
the word “Sportsdome.” 





PAN THROUGH THE STANDS. Due to the pandemic, there are no human spectators. 
Instead, each seat contains a LIFE-SIZE PRINTOUT of a wrestling 

fan. Thanks to budget cuts, only two different spectators could be 
produced—they alternate through the stands in a kind of angry 

checkerboard pattern. One is a BALDING MAN with a dense mus- 

tache, wearing a baseball cap that reads “No. 2 DAD.” The other is a 

TEENAGED GIRL WITH HEAVY EYELINER carrying a sign: 


A computer-generated midi cheer echoes through the stands. 


CUT TO RINGSIDE. An extra-long commentator’s table has been laid 
out. Two figures are sitting, socially distanced, as far away from each 
other as humanly possible. The figures are NATHAN D. PAOLETTA, designer of 
World Wide Wrestling, and ANNA ANTHROPY, game designer, book authorer, and 
classroom teacherer. 
ANNA: Well, Nathan, it’s a great day for wrestling. | think? Wrestling takes place indoors so are 
there really days that are any better or worse for it? Maybe astrologically? 
NATHAN: (LOOKING DIRECTLY INTO CAMERA) It’s a great day for wrestling... 
ANNA: So what’s- 
NATHAN: ...with ideas. 
ANNA: Is that- Um, so if we're being honest, | haven’t watched a whole lot of wrestling. Is this- 
Is this typical of how it normally happens? 
NATHAN: It’s the most primal form of battle, Anna. The classic interview. 
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ANNA: Do we have to wear spandex? 

NATHAN: (LOOKING DIRECTLY INTO 
CAMERA) HA HA HA! I’m the one asking 
the questions now! 

ANNA:... 

NATHAN: (SHIFTS TO CLASSIC INTER- 
VIEWER VOICE) Anna, what first brought 
World Wide Wrestling to your attention? 

ANNA: | think a lot of the appeal of a wres- 
tling RPG for me was getting to indulge in 
the exciting, ridiculous, performative aspects 
of wrestling without having to know any- 
thing about, like, the actual history of wres- 
tling, which is fun but also super toxic ina 
lot of ways, or to follow any actual wrestlers, 
who are super sad in a lot of ways. 
| did read The Squared Circle, David Shoe- 
maker’s book, in prep for running my 
first game. But that game ended up being 
pretty different in tone from real-life wres- 
tling. The Champion of my promotion was 
a wrestler named EXP whose gimmick was 
that he had escaped from an MMO. 

NATHAN: That tracks, honestly. How did you 
find running the game as Creative to differ 
from other gamemaster roles? 

ANNA: World Wide Wrestling was the first 
RPG I ever “game mastered,” if you can 
believe it! It was actually really helpful to me: 
The principal of “Make it look like you had 
it planned that way all along”—so central 
to this game and to wrestling!—was a really 
helpful articulation of what makes collabora- 
tive storytelling games (like the Powered by 
the Apocalypse style) different than a more 
D&D approach. It’s not about having every- 
thing planned out, it’s about making space 
for other players’ swerves. 

NATHAN: | happen to know you’ve also 
played the game as a wrestler. What attracts 
you to acertain Gimmick? 


“The principal of “Make it look like 
you had it planned that way all 
along”...was a really helpful articu- 
lation of what makes collaborative 


storytelling games different thana 
more D&D approach. It’s not about 
having everything planned out, 
it’s about making space for other 
players’ swerves.” 
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ANNA: That’s a very personal question! | like 


people who are more spontaneous than me, 
but who also understand that | won’t always 
be able to match their level of energy. Really 
good hair is always a plus. 

Oh, in terms of Gimmicks, | like when | can 
look over a playbook’s prompts and imme- 
diately imagine a whole character arc. This 
is a reflection of wrestling’s hyper-com- 
pressed storytelling, but the Hailing From 
prompts do an amazing job of this. “Hail- 
ing from Parts Unknown,” or even “Hail- 

ing from Union City, New Jersey.” There’s a 
whole story in there, waiting to be told. 


NATHAN: I’m glad you find those prompts 


helpful, especially as someone who doesn’t 
follow real-world wrestling. What do you see 
the wrestling genre bringing to the table for 
players who aren't already wrestling fans? 


ANNA: There’s this really good line from 


Austin Walker, who hosts the Friends at the 
Table podcast. “Mech stories are about bod- 
ies”—that’s a paraphrase. About giant mecha 
anime, a genre that—like wrestling!—I didn’t 
know | cared about until | was given the right 
perspective on it. 


For me at least, wrestling personas are 

the personifications of anxieties. It’s 

2020, everything looks like an anxiety to 
me. (MIDI CROWD CHUCKLES IN A 
KNOWING WAY, AS THOUGH TO SAY 
“SAME.”) They’re over-the-top, oversim- 
plified projections of things that make us, 
or the McMahon’s of the world, nervous. | 
guess that’s why so many popular 90s gim- 
micks are racial caricatures. (MIDI CROWD 
CHUCKLES NERVOUSLY.) 


When you ran a game for us at the Brad- 
ley Symposium, back in the before-times, 
my wrestler was a trans sex worker—a 
dominatrix named “Lash.” That character 
was really about the way that cis men are 
attracted to trans women (and people in 
the sex trade, generally) and often hate 
us for it. | wish I’d leaned into that more 
when we played, but | kind of only really 
got what | was doing with her mid-way 
through playing her. 

If | played a new character, her gimmick 
would be themed around “the school 
where my mom teaches reopening during 
the pandemic.” (MIDI CROWD WHISTLES 
AND APPLAUDS RIOTOUSLY.) 


- THE ROLEPLAYING GAME 


NATHAN: At the risk of getting too real (MIDI 
CROWD BOOS) let’s go outside the ring. 
What do you bring from this game, or from 
wrestling in general, back to other games? 
ANNA: So, as a designer, and as a role-player, 
World Wide Wrestling provides some ready- 
made language to describe the ways we nat- 
urally fall into thinking about these games. 


First, there’s the way in which players 

are essentially playing two roles: Their 
wrestler as a wrestling character, and their 
wrestler as an employee of the wrestling 
promotion. Both the performer in the ring, 
taking the hits, and the storyteller out-of- 
costume who plans out what’s going to 
happen out there, how their big feud with 
Madame Pummel is going to develop. 


For me, this nicely parallels the dual respon- 
sibility of a role-player: | play my character 
in the story, but | am also a co-author, col- 
laborating with the other players in big-pic- 
ture decisions about where the direction of 
the story is heading. 


The other contrivance of World Wide Wres- 
tling that | think about a lot is the idea of 
the “imaginary viewing audience” watch- 
ing your game. (MIDI CROWD ROARS) 

| often find myself, in scenes, thinking in 
terms of camera shots: My character’s 
having this moment, but what angle are we 
watching from? Who's in frame? So | think 
the IVA is a really useful framing device to 
take into other games. 


NATHAN: As a game design educator, has 
anything from the game found its way into 
your classroom? 

ANNA: The Camel Clutch. (MIDI CROWD 
LAUGHS NERVOUSLY, UNSURE OF 
WHETHER SHE’S JOKING.) 

NATHAN: Ha ha! Uh...(SHUFFLES 
THROUGH NOTECARDS TO FIND SOME 
WAY OF BRINGING THE INTERVIEW 
HOME) Oh! Perfect. What advice do you 


have for anyone picking up this game for the 


first time? 


ANNA: Every wrestler knows they only look as 
good as their opponent does. Remember you 


can’t always hog the spotlight if you want 
to put on a good show. You’ve got to “put 


over” your fellow players too. (MIDI CROWD 


OOHS AND AAHS AT THE MENTION OF 
FAMILIAR WRESTLING LINGO.) 


DINGDINGDING!! 


NATHAN: (Faces back to camera) Well, that’s 
all the time we have for tonight! Thanks for 


joining me, Anna. | hope that someday, when 


current troubles are behind us, we'll be able 
to meet again... this time, in the ring. 
ANNA: Nathan, are you—are you challenging 
me? 
NATHAN: (STILL LOOKING DIRECTLY 
INTO CAMERA) HA HA HA! 
HARD CUT 
t is night. The Paolettamobile 
has been stolen. The lights of the 
Sportsdome go dark. 
HARD BLACK 


K OK OK 


HOW TOLET 
WRESTLING MAKE 
YOU A BETTER 
ROLEPLAYER 


By Epidiah Ravachol 


Epidiah Ravachol is an author, game 
designer, and publisher who resides 
in a prehistoric lake bed in Western 
Massachusetts. He has created such 


roleplaying games as Dread, Vast 
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atch a Career Grow from a Single 

Gimmick. A deluge of back-sto- 
ries awaits any new wrestling fan. A wink 
and an allusion draw a roar from a know- 
ing crowd, but leave the neophyte in the 
dark. Basic questions about a wrestler’s motivation draw forth hours of recounted 
matches, feuds, partnerships, and betrayals. The very names of the more storied 
wrestlers and their signature moves are vestigial remnants of histories no longer 
evident. From the present these deeply woven histories seem perhaps intention- 
ally complex. But their origins are unambiguous. 


& Starlit, Wolfspell, and Swords 
Without Master, and he is the overed- 
itor of the sword and sorcery ezine 
Worlds Without Master. 
WorldsWithoutMaster.com 
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When we see a wrestler for the first time, we should not be questioning why 
they would subject themselves to the brutality of the ring. What are they hoping 
for? What’s at stake? Is there a belt they seek, a vengeance they crave, respect 
they believe they deserve? Whatever it is, their costume, their words, and their 
swagger should all shout the same, undeniable answer to the audience. Even 
those who wear masks and shroud themselves in shadows are uncomplicated— 
there is clearly a mystery to protect. 

The key is to let the audience in as soon as possible—let 
subtlety and depth grow later. That way, from the very PLAY 
beginning, when what you crave or fear is dangled in front OBVIOUS 
of you, it dangles before the crowd as well. 


yw a Heel Toy with the Crowd. Witness the fine art of making an audience 
twist. Heels can berate and belittle audiences across their circuit with the 
exact same material at every stop. But the golden moments are when they dig into 
the crowd and make it personal. They insult a local hero. They step on civic pride. 
Or they play into current events. 

But for it to really pop, it cannot be an act of pure malice. The heel must listen, 
observe and learn about their audience. Beneath it all, the heel is telling the audi- 
ence, “I cared enough about you to find the right buttons to push.” 

This holds true at the table. Look to your fellow players 
and seek out what resonates with them. Play them as 
much as you play your character. Don’t push their but- 
tons. No need to start feuds between the players. But find 
something you can work with and reincorporate it. Show 
them you were listening. 








KNOW 
YOUR 
AUDIENCE 





Wwe a Thousand Boring Matches and Forget Them. Wrestling is not always 
the high octane, non-stop action-fest the pay-per-view promos would have 
you believe. No sport is. The exceptional matches stand out because they are 
exceptional. Between the extraordinary, we need the ordinary: room to breathe, 
play, experiment, and to fail. 

The story is not what happens, but what is told. To get to those great moments 
told and told again, there must be all the moments that don’t quite reach those 
heights. If have one of these lackluster moments, 
that’s fine. Don’t sweat it. It'll soon be overshad- EMBRACE 
owed. If you’re witness to such a moment, all the FORGETFULNESS 
easier to let it disappear from your memory. 


Wwe Them Sell Their Bumps. This is the sorcery. Effortlessly taking down 
jobber after jobber will earn you no heat. But let yourself get tossed around 
the ring, make the crowd feel every bone-crunching impact, show them your 
agony as your foe locks you up in another impossible submission, and when 
you've finally had it, let the audience see how deep down you have to reach to 
find that last scrap of defiance left in you. Now you’re on the edge of immortality. 
Resist the temptation to be disinterested, unphased by 
INVEST IN your opponent’s feeble strikes. There is no glory awaiting 
YOUR FOE you there. You will not be measured by your might, but by 
the might of those you overcome. 
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Ww Them Set Up Their Finishers. It’s a simple trick, but timeless and effec- 
tive. Your opponent writhes, woozy from your punishing assault. You stand 
above them, teetering on triumph. One last move to settle it, to end the match, to 
prove yourself, to punish the doubters. As your opponent struggles to their knees, 
you look out to the crowd and give them the sign they have been waiting for. The 
finisher is coming. 

We don’t know for sure what will come next, and we don’t have to. This is one of 
the oldest tricks in fiction. Entire genres are built upon this tool. Tell your audience 
what is about to happen and then either bring it to 
fruition or deny them the satisfaction. Either way, 
we are enrapt. Once the wolf starts huffing and 
puffing, we need to see if he’s going to blow that 
house down. 


Wwe Local Shows. When you hit up your local VFW hall for some wrestling 
action, you're in for a rather different experience. The venue is small and 
perhaps the seats aren't full. The ceiling is a hair too low for anyone to fly off the 
top rope. The wrestlers have day jobs. The shows are monthly at best and they 
might build to something, but certainly not a pay-per-view spectacle. There’s no 
Titantron or fireworks or even the legal rights to the wrestlers’ entrance music. 
But for all they lack, these shows will mark you out. They will have you on your 
feet booing, chanting, and cheering. And they will have you returning for more. 

The trick is, every single person in that room, from the announcer to the ref 
to the wrestlers to the kid in the front row staring wide-eyed at the monster to 
those in the back who thought they were above it all when their friends dragged 
them here—everyone in that room is roleplaying. Through the will and guile of 
their collective imaginations a spectacle is born. The wrestlers grow larger than 
life, capable of transcending the corporeal boundaries of the venue. Through 
this spell the audience imbues them with power. Some will rise, seemingly, from 
the dead. Some will soar beyond the confines of the ceiling. Some will possess a 
supernatural might and the drive to use it. 

Without the cooperation of everyone in that room, 
the magic does not happen. You must step up and do 
your part, even if you’re sitting on a folding chair in the 
OUT far back, losing all feeling in your butt. You cannot let 
everyone else carry all the weight. Do your damn part. 


TELEGRAPH YOUR 


PUNCHES 
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WE’ RE ALL PLAYERS 
IN THE WORLD’S By Jeff Stormer 
GREATEST LARP Jeff Stormer is the host of the Party 


of One Podcast, an actual-play 


W'ns is a LARP*. It’s possibly pod a to u Edon two plays 
: roleplaying experiences. His 

the oldest LARP in existence. hobbies include game design, pro 

Its a LARP that has never been written wrestling, superheroes and craft 


beer. Check out Party of One at 


down, only passed along by performance 
partyofonepodcast.com. 


and oral tradition. It’s a LARP that is 
uniquely universal, hugely widespread, 
and impacted by every single person involved—wrestlers, referees, audience, 
bookers—and yet owned by no specific party. 





* Live Action Roleplaying Game, where you get up and move around as you play. 
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Think about it: imagine for a moment you’re going to see the Royal Shakespeare 
Company perform Hamlet. You’ve paid good money to go. You’ve bought a whole 
new outfit. You’ve traveled a long way to get here. And with good reason: the per- 
formers here are among the most talented in the world, at the top of their craft. 

Now I want you to picture what it would feel like if, the moment Claudius made 
his entrance—Hamlet’s evil uncle, who killed his father and married his mother, 
the monster our hero must rise up and destroy— 
someone in the crowd stood up, threw a full cup “Why is pro wrestling 
of soda, and started viciously booing. Not for any the only artform that 
reason, no scandal the actor is involved in; simply etic rene 
because, well, Claudius is the villain. 

That person probably gets escorted out by security, and possibly banned for 
life. When you talk about the show later, you'll probably laugh about the fan who 
got dragged out, or hear comments like, “well, it was a great show, except...” The 
actors, when asked about it later, might nervously chuckle and say, “well, it’s live 
theater, you never know what’s going to happen.” It’s an incongruous element. 

However, what happens if you take all the same elements, and transplant them 
to WrestleMania? All of the context remains the same. You probably paid good 
money to go. You probably bought a whole new outfit. You possibly traveled a 
long way to get there. And with good reason: the pro wrestlers here are among 
the most talented in the world, at the top of their craft. 

But when you picture that fan—throwing soda, screaming, booing viciously— 
they don’t seem out of place. In fact, if you’re anything like me, that fan might 
just be you. 

Two identical live theater performances. The same thing happens at both. 
Entirely different emotional response. Why is that? Why is pro wrestling the only 
artform that asks you to boo? 

The answer: because unlike when you’re in the audience in a theater perfor- 
mance, you’re playing a character. You are choosing to, for the duration of the 
show, inhabit a world where the action on-screen is “real,” beyond just the basic 
suspension of disbelief—and you are being asked to act in a way that reflects that 
belief. Pro wrestling is an artform that asks you to roleplay. 

This is the core of what “kayfabe” is, when you break it down: the shared agree- 
ment that we treat what we’re seeing as real (even when we know it’s predeter- 
mined), and we act accordingly. We’re all agreeing to play a game together, and to 
roleplay together, by virtue of accepting that we’re not watching a performance 
of Hamlet, or an ordinary improv show, or a ballet. Like | said, wrestling is a LARP 
that you agree to play by agreeing to attend a wrestling show. 





hinking about that concept—wrestling as a LARP—puts a great deal of how 

kayfabe, and how wrestling as a whole operates, into context. Case in point: 
the idea that the audience can “overtake” the predetermined booking of a match 
or story arc makes perfect sense when you consider the audience as active partic- 
ipants in the story—i.e., players in the game. By cheering or booing for a specific 
wrestler, the audience plays their part, and by playing their part, they’re shaping 
the story. Even at an improv show, the audience 
“Wrestling is a LARP doesn’t have that kind of active control of the 
that you agree to play story. But what GM hasn’t had a story go ina 
completely different direction than they planned? 


by agreeing to attenda 
wrestling show.” 
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It also raises some very interesting questions about wrestling as an artform. 
For example: if wrestling is a LARP, who teaches you the rules? There’s no official 
rulebook for being in a wrestling audience. No one stands in the ring and says “the 
heel is going to come out in a few minutes, make sure you boo them!” 

Instead, you learn to boo the heel when the heel comes out, does something 
heel-ish, and the crowd boos them. That’s how it’s conveyed that this isn’t a pro- 
duction of Hamlet. That’s how you learn that you’re playing a character. You see 
people playing the game, and you learn. The very act of play is also the way the 
rules are spread; by acting as a participant, you’re acting as a teacher. 

This even extends to the smaller details of attending wrestling shows, like 
chants. Someone might pull you aside and explain some of the chants you'll hear 
at a show, sure, but where did they hear it from? At some point, someone started a 
chant, someone heard it, and the rules and traditions of pro wrestling spread from 
audience to audience through the sheer act of participation. 


hat’s so powerful about that concept is that it even extends beyond bor- 

ders, nations, genres of wrestling. Wrestling itself is a universal language, 
not only when it comes to the in-ring performers (two wrestlers can put together 
a solid match despite not speaking the same language, simply because a clothes- 
line is a clothesline is a clothesline), but really to the members of the audience 
themselves. 

You can watch a show in Japan, in Mexico, in 
England, in a major sports arena, or in a bro- 
ken-down bingo hall—but if the heel yells at a because people who speak 
child, or uses a weapon, or yells at a referee, Every anguage tia 

. : in the game. 

every single crowd knows to boo. They might 

differ in their exact response based on location 
and preferences, but the core language of wrestling transcends all of that. In the 
same way a wrestler can know to fall down when they take a clothesline, even 
when they don’t speak the same language as their opponent, a wrestling crowd 
knows how to react to the story being told, even if it’s happening in an entirely 
different language. 

The rules of wrestling exist in every language, strictly because people who speak 
every language participate in the game. And because the language is universal, 
audiences have the same power to change the narrative, to shape the story, to 
play their role, even in a language they don’t speak. All of this without a rulebook, 
or an official breakdown of the dynamics at play. 

Which brings up the other critical aspect of this: the wrestlers in the ring. The 
wildest part of thinking about pro wrestling as a LARP is that the wrestlers them- 
selves are also equal parts facilitator, teacher, and participant... and they’re just 
as unsure about where the story is going as the audience. Yes, they were told the 
ending. And yes, they know the big spots to build towards during the match. But 
no wrestler can know if tonight is the night the audience is going to turn them 
heel. In fact, there are countless examples of wrestlers leaning into crowd reac- 
tions, reshaping the entire story they intended to tell, all in a moment’s notice. 
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“The rules of wrestling exist 
in every language, strictly 





J ust like the audience, the wrestlers in the ring might know the skeleton of the 
story, but they won’t know how the other players in the LARP will shape the 
story they’re telling until it happens. And the real magic of wrestling is watching 
everyone—including the referees, and the booker in the back, and the people 
talking about it online later—piece it all together as it happens. That’s kayfabe. 
That’s wrestling. That’s the LARP. And that’s why wrestling is my favorite thing 
in the world. 
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BEING A WRESTLING 


FAN By Owen Williams 
Owen Williams is the co-host of 
. the Old School Wrestling Podcast 
ovember 26th, 1988. This was the n Ohe O WP SOO 
day professional wrestling hooked book. He’s been told he only sounds 
me for good. | was ten years old and had ee eee ten aos 


. . professional wrestling. 


the floor that Saturday afternoon staring 
at the 19-inch Hitachi TV set. On the screen was a 300-pound bolt of lightning 
standing in a small television studio in Atlanta, GA. He spoke like a preacher with 
fire in his belly and had the conviction of one speaking about the end of the world. 

This was the typical scene. You'd often find this beloved man speaking his mind 
with such fury and passion. Tonight was different, though. Atrocities had been 
committed against a friend by two other men he used to call friends. These former 
allies were behemoths, bearing shoulder pads with six inch metal spikes attached 
to the top and wearing paint on their faces like ancient warriors preparing for 
battle. They spoke about deviating your septum and obliterating your face. 

| want to be clear that | knew the realities of pro wrestling. | might not have 
understood how things work like | do now, but | knew things weren’t on-the-level. 
And | had seen plenty of pro wrestling up until this point in my life, but for the 
first time | was about to see raw, unadulterated violence perpetrated to a man that 
fought for you and me and stood for what was right in this world. 

The hero spoke with a righteous fury into a microphone held not just by a tele- 
vision announcer, but a loyal friend. Out of nowhere the two behemoths charged 
into the studio, grabbed him, and threw my hero into the wrestling ring. One of 
the beasts continued assaulting the man while the other one detached a spike 
from his shoulder pads. The setting for this show was a simple, small TV studio 
with a few bleachers of people, but the sound generated by this intimate crowd 
while they witnessed their beloved hero viciously attacked could easily rival the 
sound of any capacity crowd at the biggest of arenas. 

The painted warrior stood there with a spike 

Spain prance in his hand looking at his victim. He lunged 

rienced before...and I was left with the spike and proceeded to slowly carve 

trying to reconcile how anyone out the eye of our hero. Moments seemed like 
could perform such a vile, : : 

dlecuatlfigacrorulelence an eternity. Blood poured out of his head onto 

his white button up shirt as he screamed “Oh 

god, my eye! My eye! Help!” Finally, friends of our hero came from behind the 

television curtain to save him as they ran off the two violent brutes. 

My hero laid tragically in the middle of the wrestling ring like a rotting carcass 
that had been picked over by vultures. Drama had unfolded before my eyes that 
| had never experienced before—characters that were very real to me were bru- 
tally attacked. Two men betrayed the trust of their fans. Now they had viciously 
attacked my hero and | was left trying to reconcile how anyone could perform such 
a vile, disgusting act of violence. 








pril 6th, 2014. | traveled across the country with some friends to attend the 

biggest professional wrestling event of the year. Many other stories were told 
on this night but arguably the biggest involved a menacing performer that grew to 
legendary status because of his imposing stature, his use of intimidating theatrics 
and physical resiliency, but most importantly because he had never been defeated 
on the biggest night of the wrestling year. 
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This accomplishment was simply known as “the streak.” For over two decades 
he was perfect on this night. As the years went by the story became bigger and 
bigger. Every year the storytellers were also able to tell individual stories within 
the larger story of “the streak” about someone who might be able to defeat the 
unbeatable. Sometimes it was a young up-and-comer starving for their first 
moment to shine, or maybe another legend had something to prove before van- 
ishing into wrestling history. Year after year the unconquerable phenomenon 
would be given an opponent and every year it would be the same result—“the 
streak” would live to see another day. 


Many assumed the conclusion to this “I have seen just about every dif- 
story would be the legend saddling up his celal ces a u 
. , j m but there are still moments in 

horse with reputation intact and riding off professional wrestling like these 
into the sunset like the end of a great cow- where you are left speechless.” 





boy movie, but this year the storytellers had 
something else in mind. On this night the holder of “the streak” was to face the 
most intimidating force he had ever faced in his career. His opponent was known 
for breaking limbs, dropping people on their heads, and finding joy in pain. 

The lights dimmed in the stadium that night as the legend slowly walked to the 
ring, looking like the years were finally catching up with him. Initially he charged 
his opponent with a fury of offense, but as the match proceeded, he slowly broke 
down as his body was beaten, contorted, and dismantled by his stronger, younger, 
more agile, vicious adversary. Our legend would have brief moments of hope as 
he fought valiantly to protect his legacy but finally he could take no more. 

The sound of silence echoed throughout the stadium as the official counted 
to three and raised the hand of the beast that had defeated “the streak.” A twen- 
ty-three year story had finally come to an end. | have seen just about every different 
way you can tell a story with two competitors inside three ropes on a square stage. 
| can usually tell you exactly what is going to happen next, who is going to win a 
match, how they’re going to win, and what they will say after the match, but there 
are still moments in professional wrestling like these where you are left speechless. 

As we walked the streets that night after “the streak” had come to an end we 
immediately felt a vibe from the thousands of wrestling fans there with us in the 
city. We would stumble upon groups of people where you would just hear snippets 
of conversations and you knew immediately they were talking about the end of 
“the streak.” | remember even the next morning we still heard people talking 
about how the biggest story in professional wrestling was now over. The storytell- 
ers of professional wrestling had once again left their audience truly captivated. 
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rofessional wrestling is a world of interconnected relationships with conflict, 

drama, and emotion all performed on a live stage where the viewer feels very 
much a part of what is happening. Professional wrestling is a fictional world pre- 
sented as reality. Maybe it is because the shows are performed in front of a live 
crowd; or the fact that, bizarrely, these performers often portray themselves as 
their characters in real life; or the people telling the stories know just the right 
moment to pull the trigger on the intricacies of a story. If you allow yourself, you 
cannot help but become emotionally involved in what you are watching. 

Now, professional wrestling isn’t for everyone. To most it isn’t even worth a 
second thought—it can be trite, kitschy, juvenile, racist, misogynistic, and, of 
course, gratuitously violent. But that’s not what pro wrestling has to be. If you can 
allow yourself to look past these preconceived notions you will find tremendous 
moments of drama like these, because it is a such a unique form of entertainment 
with amazing opportunities for creative storytelling told both by the highly skilled 
athletic performers and the storytellers behinds the scenes. 
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A SHORT HISTORY OF PROFESSIONAL WRESTLING 


Professional wrestling is equal parts performance art, athletic competition, and scripted 
drama. Its origins lie in traveling carnivals and circus performance (the performance art 
part), Greco-Roman amateur wrestling (athletic competition), and parting marks from 
their money (the scripted part). There’s a deep and fascinating history to the develop- 
ment of professional wrestling, but I’m going to focus on the story that starts in the 
late 1970s United States, with the trends that lead directly to the state of the art today. 
While every region brings unique aspects to the ring, professional wrestling (along with 
the blues and comic books) is often called one of America’s truly original art forms. 


In the 1970s, the country was still divided into “the territories.” Regional wrestling 
promoters controlled geographic areas, which meant that they arranged the shows, 
booked the talent, promoted events to get audiences in the door, and generally ran 
their area how they saw fit. The organization that a promoter created is what the term 
“promotion” refers to, with multiple promotions sometimes banding together into a 
“federation.” Some promotions had a home arena where they hosted shows on a regu- 
lar basis, while others traveled from city to city in their area, bringing a marquee name 
with them as they went. 


In both cases, the promoters needed two things to get people in the door: a big name 
that people would pay to come to see and the promise that they would see something 
special. However, there were only so many wrestlers in a territory and not all of them 
could be on every show. Some wrestlers would travel to different territories, so promot- 
ers could book special attractions or one-night only appearances. Others would be local 
workhorses, providing a basic level of familiarity for the audience. But even more than 
competitors, the promoters needed something that one-off events and athletic com- 
petitions didn’t: something to happen during the show which would make the audience 
want to come back. They needed storylines. 


How could the promoters guarantee an exciting show every time? By fixing the 
matches. Professional wrestling did have a phase, right at its inception in late 19th cen- 
tury, of showcasing legitimate grappling competition. But bouts between physically 
matched, skilled competitors could be hours of two men locked on the mat, searching 
for tiny advantages to get a victory. By the 1920s, while some grapplers were testing 
skills with marks willing to wrestle for a cash prize, wrestlers were regularly fixing their 
matches with other big names to make them more exciting to watch. There may have 
been a period of time where this was a true secret, but the public has always known on 
some level that they were getting “worked.” Even in the 1930s newspaper stories would 
print the results of wrestling shows in terms that made it clear the reporters knew they 
weren't watching legitimate competition. 


So, professional wrestling is fixed. It has pre-determined outcomes, but many factors 
could (and did) confound the plans of the promoters. A wrestler could no-show, neces- 
sitating a change to the match schedule on the fly. They could take a better offer and 
jump to another territory, throwing off a whole year’s build. They could get injured. Or 
the promoter could decide they just didn’t like a wrestler and drop them from a pro- 
gram. In addition, wrestlers would have personal beef or “heat” with each other, doing 
things like refusing to drop a title to someone they didn’t think deserved it or putting 
their opponent in a legitimately damaging hold (“shooting” or “stretching” them, also 
often used to haze young wrestlers in their first matches). 
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The promoters would employ bookers (often older wrestlers) to book their shows in 
order to pull in audience, but the intrinsic draw of the show depended on the talent 
and the feuds. These shows had to appeal both to new fans who were watching for the 
first time and to locals who went to every show. The wrestlers would employ outsized, 
easily readable personae, called characters or “gimmicks”. The evolution of the gimmick 
started to accelerate in the 1940s as national magazines published photo spreads of the 
glamorous women’s Champion Mildred Burke, and really exploded with the adoption 
of television. Wrestlers like Gorgeous George and “Nature Boy” Buddy Rogers began to 
package themselves as TV stars, instead of (or in addition to) athletes. By the 1970s and 
‘80s, legendary wrestlers from “Black Jack” Mulligan to “The American Dream” Dusty 
Rhodes, “Nature Boy” Ric Flair and Jesse “The Body” Ventura to “Prince of Darkness” 
Kevin Sullivan and Abdullah the Butcher exemplified different kinds of characters that 
audiences would recognize regardless of geography. 


To make it even easier to follow the action, matches would almost always be booked 
between a good guy, the “babyface” (or just “face”), and the bad guy, the “heel”. Audi- 
ences read narrative into legitimate athletic competitions all the time; the insight of 
professional wrestling as a performance art was to make the narrative explicit, thus 
controlling the audience’s reaction to the contest. In almost every match, the babyface 
is the one the audience identifies with, cheers for, and wants to see succeed. The heel 
insults and mocks the audience, terrorizes the babyface, and makes the audience long 
to see their inevitable comeuppance. Of course, only in the broadest strokes does this 
apply to every match. Even in the 1980s, audiences would go crazy for the cowardly, 
conniving Ric Flair as he cheated his way to another victory over a clean-cut, boring 
challenger. 


The babyface/heel division also went hand in hand with the idea of outside talent com- 
ing in as special attractions. A wrestler might be a babyface in their home territory but 
booked as the heel threatening the local Champion in another promotion. This basic 
structure made it easy to debut new wrestlers, develop them through opponents that 
the audience already knew, and (in the best cases) become draws for their personality, 
not just their role on the card. 


KAY FABE 

Kayfabe, a term inherited from the carnival world, originally referred to a code of 
silence, ensuring that wrestlers would not reveal the truth to outsiders about how their 
sport worked. If two friends were booked in a feud, they would make sure not to travel 
together, and go to great lengths to preserve the idea that they legitimately hated each 
other. Even though fans knew that the matches had predetermined endings, keeping 
the lives of the wrestlers separated from the spotlight was an important part of main- 
taining mystique—and the ability to play different roles in different territories. 


This hard-line kayfabe gradually eroded as the form developed into the 1990s and was 
functionally obliterated with the advent of the internet. However, the concept remains 
valuable in its modern sense of the scripted reality of the stories being told. Two wres- 
tlers might be kayfabe brothers, presented to the audience as siblings, while in actu- 
ality not related. Kayfabe marriages are storytelling devices, not legal unions of the 
performers. Kayfabe injuries are played up with bandages and pained expressions, but 
the wrestler can still compete in the ring and get their paycheck. Today, anyone who 
watches reality television gets what kayfabe is—we all know that those shows are shot 
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and edited in order to create conflict that doesn’t naturally come up between those 
people stuck in the house, right? 


A kayfabe element is also referred to as a “work,” as in the audience is being “worked” 
to believe something that isn’t actually true. The opposite of a work is a “shoot” (refer- 
ring back to the act of “shooting” someone in the ring: actually hurting them). In con- 
temporary pro wrestling, almost everything is a combination of works and shoots, or at 
least combines elements of each since it’s so easy for fans to find out the “real” story. 
Finally, the “worked shoot” is an instance where a wrestler breaks the fourth wall and 
reveals legit information, but this revelation has been planned out ahead of time as part 
of the storyline. 


IN-RING WORK 

That’s a lot about the promoters and the audience, but what about the wrestlers? The 
actual wrestling is what powers the whole enterprise. The main thing to remember is 
that wrestlers are professionals—they’re not there to win, to demonstrate that they 
know more holds, or to gain accreditation. Those things are all important, but the per- 
formers are primarily pulling a paycheck. Professional wrestlers are very good at mak- 
ing what they do entertaining without actually hurting each other. Entertaining matches 
makes them more popular, which makes them more attractive to bookers, because 
more people will pay to see them wrestle; keeping each other safe means they can keep 
making those dates and keep their income streams going. When a wrestler steps in the 
ring, their safety is literally in their opponent’s hands, and vice versa; stories abound of 
wrestlers with legitimate hatred for each other who managed to stay professional and 
work together between the ropes without hurting each other. Of course, there’s also a 
dark flipside of wrestlers who take advantage of that trust to legitimately hurt someone 
they want to teach a lesson. 


While the outcome of the match is (generally) decided in advance by the booker, pro- 
moter, or the talent themselves, how the wrestlers get there tends to be up to them. 
The contents of the match can be scripted as well (a more common process now for 
mainstream wrestling), but often wrestlers improvise their match as they go along, 
sometimes with the help of the referee. This is referred to as “calling” a match, and gen- 
erally the heel leads—traditionally, heels were older and more experienced (and per- 
haps more protective of their spots). Calling a match means that they literally call for 
moves as they go, taking into account the audience reaction, the story they’re telling in 
the ring, and other elements that might come into play. 


Each match has its own story, which ideally fits into the overall narrative arc of the show 
or of a feud. The most basic in-ring story goes like this: the babyface comes out to chal- 
lenge the dastardly heel, only to find that the heel is ready for them. The heel inflicts 
violence upon the babyface out of proportion to anything done to deserve it. As the 
babyface gets more and more beat down, the audience wants to see them come back 
more and more; eventually, they hit their limit, and the babyface (powered by the audi- 
ence’s cheers) gains a second wind, mounts a furious comeback, and gives the heel a 
well-deserved comeuppance, resulting in a victory for the hero! Or the villain trips up 
their naive opponent, gaining an undeserved win through underhanded tactic, and set- 
ting up another match later to really settle things. 


This basic story is ripe for subversion, interpretation, and evolution; the art of wrestling 
is finding new and novel stories to tell in the ring. 
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WHAT THIS MEANS FOR PLAY 

The basic patterns of professional wrestling were set decades ago. Changes and per- 
mutations are extensions of this framework, or mindful subversions of it. But this basic 
formula is core to to play. In your game of World Wide Wrestling, assume the following: 


Æ The player’s wrestlers are in the know about how wrestling works, and they’re 
intentionally performing for the benefit of the imaginary viewing audience. 

* Wrestlers are working professionals, and the key to continued success in their 
profession is performing well in the ring. 

Æ Creative comes up with the storylines that the audience wants to see and books 
the shows to create those narratives. 

* Wrestlers are babyfaces or heels, and most feuds are between one of each. 

Æ The outcomes of matches are predetermined, but what happens between the 
start of the match and the agreed-upon ending is up to the wrestlers. 

Æ Things happen that change (“swerve”) Creative’s booking all the time. Creative 
needs to be ready to improvise with what they get so the audience doesn't real- 
ize the plan changed. 

The tension between kayfabe and legit is a productive one that you can use to 
enhance stories. 

The kayfabe relationships between the wrestlers are the long-term engine of 
the promotion’s success; developing and enhancing those is one of the main 
goals of play. 
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Like real wrestling, this endeavor is equal parts performance, skill, and script. You’re 
performing for each other, developing your skills at using the games rules to achieve 
what you want for your characters. Script what you want to see but be ready to change 
it. Use the tropes, but plan to subvert them. And above all, enjoy the spectacle! 


PROFESSIONAL By lan Williams 
W R E ST L i N G I S T H E lan Williams is a freelance writer and 
A M E R l C A N D R E A M PhD student. His work has appeared 


in Jacobin, The Guardian, Paste, and 


many others. His game of action 


he mother of one of my childhood movie heroes and the actors who 
friends would cry whenever Dusty play them, ACTION MOVIE WORLD: 
Rhodes would cut a promo. She wouldn’t Hel estat ad ape a arte 
absolute mark for Ric Flair and 
sob or carry on. Dusty would speak and Jimmy Garvin. 





l’d glance over to find that her eyes were 
wet as she half-paid attention to the grainy screen of a mid-80s television set. 

| grew up in Lexington, North Carolina, one of those mill towns John Edwards 
made so central to his biography during the 2004 and 2008 presidential races. It 
was small, somewhere between a town and a city, but booming. Everyone worked 
in a factory, either furniture or textiles, less often the local fiberglass plant, and it 
was good money in a place where the cost of living was low. | had friends who had 
pools in their backyards due to a line worker’s salary. Nice, fast cars. Big barbecues 
every weekend, with cock rock blaring and pigs cooking. 

Lexington happens to be about 45 minutes north of Charlotte, which was home, 
in those days, to Jim Crockett Promotions, base of operations for the crown jewels 
in the slowly eroding NWA. Ric Flair, Magnum TA, the Andersons, the Rock ‘n’ 
Roll Express, and a host of other barrel chested pro wrestlers of the Southern 
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branch of the art form. This was during the Rock ‘n’ Wrestling Era up north, where 
the heroes were steroid abusing freaks aiming to tap the deep well of desire for 
American superheroes to restore some semblance of pride after the still fresh 
wounds of the Carter years. Hogan and the rest were aiming to do the work for us 
working folks. We could never be Hulk Hogan, only admire him from afar. 

And then there was Dusty. 


usty wasn’t what all us Southern working class kids and adults wanted to 

be. He was what we already were. Dusty was fat and slovenly, his dress 
alternating between work clothes and garish, sloppy attempts at what you might 
think a rich man dressed like had you never actually seen one. His forehead bore 
the marks of his career, a mass of deeply grooved scar tissue after years of chair 
shots and blading. He wasn’t great in the ring, but was a master of psychology and 
storytelling. 

The stories he told were working class stories. He took his lisping Texas drawl 
and married it to an African-American preacher’s cadence. Not for nothing was 
one of his earliest nicknames the White Soul King. Rather than outright co-option, 
it seemed to be a sincere effort on Rhodes’ part to speak to a pan-racial work- 
ing class, setting him up as a hero for Blacks, 


whites, and Latinos to cheer on against what- “Wrestling tells working 
ever villainous rich guy he was put up against. eni i pany ietce 
‘ z : B T people... Vusty oaes ts tne 

Fighting those rich guys is what he did best. E A ent 


In the 1970s, it was his famous series with vein who has ever wrestled.” 
“Superstar” Billy Graham. Graham was the 
forerunner to Hogan, a muscled, tanned, blonde braggart. Hogan grievously 
ripped Graham off, turning the latter’s arrogant muscle worship into a babyface 
gimmick (though, if you pay attention, Hogan didn’t spend much time working 
face). Rhodes went north and the two wrestled the hell out of each other in Mad- 
ison Square Garden before the WWWF became the WWF. The subtext was clear: 
plain old Dusty Rhodes, the White Soul King and working class schlub, against 
the steroid abusing, vain freak, Billy Graham. Rhodes won on technicalities, never 
grabbing the title from Graham, but it didn’t matter: old footage reveals the crowd 
going nuts for Rhodes like they did for few others. 

And why not? The reason why Rhodes mattered is essentially the reason why 
wrestling matters. Wrestling tells working class stories to working class people, 
even today in the slick, overproduced WWE. Dusty Rhodes is the greatest sto- 
ryteller in that vein who has ever wrestled. He’s not my favorite of all time; his 
nemesis, Ric Flair, is and has always been my favorite wrestler. But if we stop 
measuring greatness by titles, instead going by pure quality of the storytelling, 
physical or verbal, Rhodes is arguably the greatest of all time. 

Look up what’s popularly become known as the “Hard Times” promo. Rhodes 
(and the NWA, by extension, where he was the top face at the time) rattles off a 
list of the reasons why the common person has it tough as a way of dumping on 
Flair’s heelish reasons why his life is rough. Rhodes talks about declining wages, 
the first stages of what would become a new American tradition of outsourcing, 
and fears of being replaced by automation. 

It was hot fire, left-wing as hell, and delivered in a way that made Southern mill 
workers cheer. He was the American Dream, with all of the hope and melancholy 
that entails. When he asked the fans to touch the screen, touching their hands to 
his hand, it was a two way street. Because you felt at the time that you really could 
touch Dusty if he happened to be next to you. He was the approachable hero, the 
image of us. He was your dad or your brother or your co-worker. 
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Not that all was well with his career. He carried his weight poorly as he aged, 
carried his responsibilities poorer still. He was booker off and on, leading to the 
famed Dusty Finish, a situation in which the babyface triumphs only to be screwed 
by a technicality or rules shenanigans. He leaned on it heavily as a way both to 
keep him in the public eye and easily get out of tough booking decisions. For every 
innovation he made as booker, like War Games, there were six or seven disasters. 

He eventually booked his way right out of Jim Crockett Promotions. Vincent K 
McMahon was only too happy to pick him up. But there was none of his father’s 
fascination with Rhodes as a working class hero. The younger McMahon was set 
on mocking him as a buffoon, sticking him in polka dots and giving him skits cen- 
tered on unclogging toilets. 

Even up north, in the changing working class landscape of the early 1990s, 
Rhodes made it work as best he could. His feud with Macho Man Randy Savage, 
whose own star was just beginning to fade, was better in retrospect than it seemed 
at the time. The cheers were still there, the promos goofier but still tight. The age 
and the weight caught up with him and, shortly after introducing his son, Dustin, 
to audiences, he retired from in-ring competition. 

His retirement came just as the working class of America shifted drastically. 
The 1990s brought about mass de-industrialization. That it coincided with Dusty’s 
retirement and the disappearance of the American Dream character (he contin- 
ued to use the name, but no fire accompanied it) is one of pro wrestling’s little 
ironies. Dusty Rhodes could only exist in the South of the 1970s and ‘80s, where a 
boom time was the product of working class pride and awareness. Neither Dusty 
nor the South of those years could survive the 1990s. Hard times became desper- 
ate times and there’s no going back. 
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he story of Dusty Rhodes is what we want from pro wrestling and it’s what 
the form has always delivered. No matter how corporate the modern product 
may be, no matter how beholden to television 


deals or the stock market the feds may get, it is “Neither Dusty nor the South 
the tale of the American working class. Its fans orio c year ould TT 
ki | ts h ki the 1990s. Hard times 
are working class, its heroes are working class, became despelate lime: and 
and it is the only form of working class enter- there’s no going back.” 





tainment which is still visible in American life. 

In Dusty Rhodes, you can see the foreshadowing for those working class heroes 
who came after. Steve Austin, with his swearing, boss-hating, beer-swilling badas- 
sery a few years later. CM Punk, the dumpy kid who came up through the industry 
the hard way, in backyards and hardcore feds, through sheer work ethic. Even John 
Cena, seemingly more Hogan than Rhodes, is reliant on the cross-racial appeals 
which Dusty pioneered. 

And this is why pro wrestling, particularly in the United States, matters. It’s his- 
tory in microcosm. The arc of a wrestler’s career maps closely to his or her times. 
In Dusty Rhodes’ career, the history of the American working class’ aspirations 
and fears during the 1970s and ‘80s is written as surely as in any book. 


LUCHA LIBRE 


This vibrant form of professional wrestling arose from the combination of wrestling 
performance with local and indigenous religious, cultural and sport traditions through- 
out Latin America. Most closely associated with Mexico, luchadores and their colorful 
masks have mainstream cultural resonance of a degree rarely seen in the English-speak- 
ing wrestling world. Even casual observers of Mexican media see luchadores in movies 
and TV shows, let alone comic books and action figures. Masked representatives even 
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appear in very real political arenas, both as revolutionaries and keepers of the peace. 
A wrestling character, represented by their mask, often encapsulates a host of social, 
historical, and political issues relevant to what’s going on in that luchador’s community 
or society at large. 


The mask extends deep into the rules and customs of Lucha Libre. Being unmasked is 
the ultimate insult and tends to represent the death of the character, either in symbolic 
terms (leading to the luchador becoming a rudo, for example) or even the actual retire- 
ment of the performer. When retained, however, masks and the characters they repre- 
sent can be and are passed on to other performers, often blood relatives or protégés of 
the luchador. Sometimes the inheritor becomes “El Hijo de...” (son of...), though there 
are luchadores who use this construction without reference to a literal “father” char- 
acter. Of course, not all luchadores are masked, either by choice or because they were 
unmasked at some point earlier in their career, but the mask as a symbol is a consistent 
element of Lucha Libre. 


What made Lucha Libre stand out to American audiences as it slowly entered the main- 
stream was the high-flying, fast-paced match style. Throughout the 80s and 90s, this 
became integrated more and more into televised wrestling, with smaller and more agile 
wrestlers learning high-flying moves from visiting luchadores as well as audiences being 
exposed to big names from Mexico on the undercards. Most modern fans are aware 
of what a “lucha match” generally looks like. However, the roles of luchadores during 
a match are subtly different than the basic babyface/heel dynamic. Also, most Lucha 
Libre promotions tend to privilege matches on a card differently than American pro 
wrestling, centering on dynamic 2- and 3-wrestler tag team matches. Singles matches 
are rarer and often grow out of feuds started inside a set of tag team matches. 


In addition, the roles of técnico (good guy) and rudo (bad guy) don’t map one-to-one 
with the Gimmick Roles of Babyface and Heel (see Lucha Libre Roles (p. 51)). It is not 
simply a matter of following or breaking rules; it’s a difference in both wrestling style 
and the amount of respect the character has for others. Many performers do what’s 
needed depending on the mix of opponent, audience and popularity in any given 
match. However, in general, técnicos wrestle a more technical style (hence the name), 
including mat wrestling and grappling in addition to high flying acrobatics. Rudos gener- 
ally do more brawling and striking, wrestling with less precision but more impact. More 
importantly, rudos fundamentally have no respect for anyone else in the ring, including 
the referee and their teammates. Técnicos, on the other hand, respect the spirit of the 
contest and listen to the referee, even if they sometimes technically break the rules in 
order to redress a grievance committed by a rudo. Further, rudos only care about them- 
selves, including choosing self-preservation over victory. 


Lucha Libre also has a rich tradition of exoticos, starting with male luchadores who 
played into and subverted the stereotypes of machismo culture by dressing in drag and 
performing with flamboyant flair in the ring. The concept of the exotico has evolved 
over time to include more gender-non-conforming wrestlers and characters, but exot- 
icos tend to directly play into normative gender stereotypes in the ring, using physical 
and visual coding of gayness to gain an advantage over presumably straight opponents 
who react with anything from mystification to terror. Similar to the “gay panic” niche 
in American wrestling, exoticos can be immensely popular while either reinforcing or 
intentionally critiquing societal expectations of gender in the ring, and can be either 
técnicos or rudos. 
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In addition to these differences in the roles of the performers, there are a number 
of signature matches that are quintessentially Lucha Libre. In the luchas de apuestas 
(“match with wagers”), the competitors put something valuable on the line, tradition- 
ally their masks or hair, in the culmination of a long-running feud. These are tradition- 
ally mask-vs-mask, hair-vs-hair or mask-vs-hair wagers, with the loser immediately 
unmasking or having their head shaved at the end of the match. Wagers can also be 
other valuable items, such as Championship titles or even careers. 


Tag team wrestling is as or more common than singles wrestling, with cards consisting 
of two- (parejas), three- (trios) and four- (atomicos) man tag teams battling it out. Trios 
matches are the most common, and Lucha Libre tag team rules make for more fast- 
paced and chaotic matches than the general American counterpart. Tag matches are 
generally wrestled to two-out-of-three falls. As soon as a luchador’s feet hit the floor, 
one of their teammates can enter the ring without needing a physical tag, so action 
tends to be fluid and continuous both in and out of the ring, with little or no concern 
for who’s “legal”. Simultaneous pinfalls are common, as long as there’s a referee count- 
ing them (there can be multiple referees as well). Finally, each team has a captain, and 
a pinfall is awarded either for pinning the captain or both of the other team members 
(hence the need for simultaneous pins). Lucha Libre generally uses a 20 count before 
disqualification outside of the ring, as opposed to the American standard 10 count. 
Disqualifications can be called for excessive force or other unsportsmanlike behavior, 
including unmasking another wrestler in the ring. 


A full Lucha Libre Promotion could be a chaotic mix of teams, rivals and unmaskings, all 
playing out in front of cheering crowds who are there to see their favorite luchadores 
no matter what the actual story; it can also venture into the fantastic, bringing in super- 
natural or paranormal characters and blend in telenovela techniques to create a truly 
alternate reality for fans. Or, you can bring in a few luchadores in a dedicated division 
in order to broaden the appeal of your Promotion and bring more energy to your sto- 
rylines. 


WHAT THIS MEANS FOR PLAY 

Æ The Luchador Gimmick uses the Lucha Libre Roles in place of the standard 
Babyface and Heel Role (p. 51). If the whole promotion is Luchadores, then 
everyone uses them (and the Luchador Gimmick simply represents a truly 
stand-out or traditional Lucha Libre competitor). Other Gimmicks can also take 
Lucha Libre Roles in place of an Advanced Role, if they study Lucha Libre as part 
of their character. 

Æ Ifyou have enough players, book tag team, trios and atomicos matches liberally. 
Use the rules for Lucha Libre tag team matches (p. 78). Remind players that 
they can create Dedicated Tag Teams, as well (p. 78)—these are particularly 
effective when they include a Luchador! 

* Place things On Deck that reflect fantastical elements from the wrestler’s char- 
acters or backstories. Bring in pulp villains, animalistic monsters and undead 
foes to push the boundaries of a luchador’s bravery or selfishness. 

Æx Use the luchas de apuestas for the big climax stipulation to a feud—these 
matches are intense and meaningful and shouldn't be booked lightly. However, 
it can also be a great opportunity for a Luchador who is changing Gimmick or 
retiring, as a way to transition or go out with style. 
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HEROES Y MAS 


By Tim Rodriguez 
became aware of masked wrestlers Tim Rodriguez is the Pan-Oceanic 
via the M.U.S.C.L.E. toys of the 1980s. World Champion, an enmascarado 

They’re nice and flashy, easy to mold, game designer, and a born rudo. He 
. accepts all challengers and remains 

and not just some person—they were undefeated. Find him on Twitter 

someone you could be. | never remotely @dicefoodlodging. 





believed the kid across the street with the 
short-cropped hair when he played make-believe as the legendary Kerry Von 
Erich. But I could totally put a pyramid on top of my head, pull some pantyhose 
over it and be Muscleman. The mask opens the door to anyone who wants to be 
a wrestler. 

Growing up in Texas, with Mexican roots, it was inevitable that I’d encounter 
Lucha Libre. Eddie Guerrero and Rey Mysterio were my earliest exposure to 
Lucha, but as part of the WWE, they were both very much overshadowed; by who 
| identified with at that age, by the storylines they were not a part of, and while 
they were fun to watch, they never stuck with me. | wasn’t the acrobatic type; | 
was more of the giant. 

After I’d grown a lot older and developed a stronger sense of heritage, | fixated 
strongly on the style and aesthetic of Lucha and tried to learn more. Unfortu- 
nately, that was fairly difficult in the days before the internet. | remember brows- 
ing a bookstore in East Austin a few years ago and finding a book of luchador 
portraits. They were full body posed shots on a white background; simple and 
beautiful, along with their stories. Stories of putting on a costume and becoming 
someone new; stories of hair and mask matches. One that stood out to me in 
particular was secretly a dentist. He wrestled at night and on the weekends, and 
no one knew his secret identity. Looking through that book was an incredible 
eye opener to me. Most people discover that it’s not really possible to become a 
superhero, but you can become a luchador. 

It was a combination of Lucha movies and 


“Most people discover that the excellent HERO Lucha Libre game supple- 
it’s not really possible to t that keted derstardi fth 
become a superhero, but you men aor ny an ersranaing 9 . 

can become a luchador.” world of Lucha. Movies like Santo Contra Los 





Vampiros Mujeres, and Los Campeones Justic- 
ieros became findable! They are gloriously psychotronic 1970s films, replete with 
monsters, fights, El Caminos, and outrageous villains. They cast luchadores as the 
superheroes that walk (and drive El Caminos) among us; as everyday people who 
just happen to be wrestlers, superheroes, and have wild adventures. 


M exicans didn’t invent wrestling in a mask. But then, enmascarados are not 
just about the mask. Any idiot can put on a mask. Mexico gave masked wres- 
tlers history, culture, heart, and soul. To be an enmascarado is to be a superhero. 
But not just any superhero; a true Everyman hero. The dentist that puts on a mask 
fights for glory and to display his prowess. Sometimes the fight is for justice, and 
sometimes it’s against mummies, or mad scientists. Luchadores put on a new face 
for the audience. They’re playing pretend too, and everyone gets to be a part of 
that game. 

Lucha Libre, with its associated athletic high-flying style, is a worldwide phe- 
nomenon, bringing incredible diversity to “Mexican” wrestling as wrestlers from 
all over the world become enmascarados. So, what does this mean for the context 
of this game? It means that your wrestler has a freedom to play pretend in a world 
that doesn’t necessarily accommodate that kind of story. Without the mask, 
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you’re still human, subject to the base petty elements that make up real life; you 
can explore the meta-level of real-life problems. It’s interesting, and fun to play to 
be sure, but it’s not Lucha. As an enmascarado, the world opens up: you can be a 
Fenix that rises from any apparent grave. You can be a skeleton, a saint, a dragon, 
or a vampire, or possibly even some combination of these things! 

As an aside, my go-to character Doctor Moreau 
is amad scientist who fuses himself and his oppo- ee ene 
nents with animals! It’s beyond unreal, but the or death. If you lose your 
mask gives us the space we need to believe. But mask, the mask, and its 

j : ; ; legacy ends there.” 
there’s another trick to this. Kayfabe. In Ameri- 
can wrestling, kayfabe provides the separation of 
the person from the wrestler, but it’s very different in Lucha Libre. The mask is the 
wrestler, not the person, and that’s a crucial distinction to understanding what it 
means to be an enmascarado. 

And it makes a huge difference in what it means for playing World Wide Wres- 
tling. Large portions of the narratives of American wrestling plays with that space 
between the character and the wrestler. In Lucha, if you’re masked, the person 
behind is subsumed. This doesn’t mean you can’t have interesting meta-level sto- 
ries; it just means they take a very different form. Doctor Moreau’s personal life 
is that mad scientist, and if another person takes up that mask when the person 
wearing it cannot wrestle any more, they can become Doctor Moreau (often, but 
not always, they'll take on a heritage name such as Hijo del Santo, though it’s the 
same mask). 

And it means that a mask match is life or death. If you lose your mask, the mask, 
and its legacy ends there. 
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straight Lucha out-of-ring story might look like a telenovela or movie, where 

kayfabe is no issue, because there’s no person. It’s just El Santo, Blue Demon, 
and Mil Mascaras taking a trip to a resort where they suddenly get wrapped up 
into a mad scientist’s plot, as in Los Campeones Justicieros. You could hybridize this 
story by adding an American wrestling stable who are suddenly way out of their 
league, but they discover that they have the skills to make a difference. 

Modern American wrestling stories have more of a reality-show kind of drama 
to them where it’s entirely interpersonal and they don’t necessarily deal with 
external antagonists. Adding a luchador’s antagonist to the mix, whether it’s 
something to do with their shtick or something else entirely like mummies or 
mind control leads to strange and wonderful narratives when introduced into the 
backstage drama of an American wrestling promotion. 

This kind of melded story really excites me. | mark out for it hard because the 
possibilities are endless and the stories that can emerge are so much fun. For me, 
Lucha brings a certain depth of characterization that | never feel the need to be 
smart about. For me, kayfabe slides further into a seamless blur as the real mixes 
with the unreal, and ordinary people become, and even transcend, heroes. 


PURORESU 


The word Puroresu (often abbreviated to “Puro”) is a transliteration of the way “pro 
wrestling” is pronounced by native Japanese speakers, generally applying to any pro- 
fessional wrestling, Japanese or otherwise. English-speaking fans tend to use it to refer 
to a uniquely Japanese hard-hitting, “shoot” style of performance. The predetermined 
variety of modern pro wrestling didn’t arrive in Japan until the 1950s; its rise in popular- 
ity in the post-World War II era can be seen as one of the many ways that the country 
used entertainment to come to terms with the nation’s defeat in the war. In particular, 
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Japanese promotions have always imported gaijin (“foreign”) talent to compete and 
put over the Japanese stars, even while celebrating them as hard-hitting competitors in 
their own right. To this day, Japanese companies tend to include non-Japanese wrestlers 
on their rosters, often as heels, and sometimes as Champions. 


One distinctive aspect of Puro is its close relationship with mixed martial arts and other 
legitimate fighting sports. Japanese promotions have a history of putting shoot matches 
on the card, often cross-promoting with MMA or boxing promotions to bring in legit 
fighter. In addition, many main-roster wrestlers are former MMA fighters or compete 
in the wrestling ring and in non-predetermined fights simultaneously. This all produces 
avery stiff, hard-hitting flavor of professional wrestling referred to as “Strong Style.” 
Strong Style matches tend to center around hard strikes and devastating submission 
holds, with high-flying moves or more choreographed sequences tending to be outliers. 


Another Puro trait is that of “fighting spirit”. Rather than focus on over-the-top char- 
acters or long-term storylines, matches tend to be about the moment of competition. 
The match is what tells the story, and that story revolves around who can overcome the 
pain and difficulty they face, pushing their limits and embracing the fire within to bring 
them victory. A wrestler with fighting spirit is always seeking to transcend their limits. 
Some basic fighting spirit tropes include: 


Ææ Dropping your hands, encouraging your opponent to strike your face or chest 
with unprotected blows. 

Grinding your head into your opponents to push them back across the ring. 
Yelling at them for not hitting you hard enough. 

Taking a big move without seeking to avoid or blunt it, in order to gain the 
adrenaline to strike back with your own, even more devastating maneuver. 
Dropping to the mat due to their force, but getting up immediately after each 
of your opponent’s strikes. 


% HH 


Transcending even the fighting spirit of dedicated athletes is one of the most memo- 
rable aspects of Japanese wrestling: the hardcore death match. These matches involve 
hyperviolent stipulations including (but not limited to): 


* The use of seriously dangerous foreign objects (chairs, bricks, light tubes, trays 
or bags full of thumbtacks, actual bladed weapons, bats embedded with nails or 
glass or wrapped in barbed wire, and even chainsaws). 

Æ Barbed-wire and barbed-wire no-rope matches (where barbed wire is strung in 
between, or instead of, the ring ropes), explosive rope or explosive barbed-wire 
matches (when a wrestler touches the ropes or wire, a small explosive goes off), 
“hell” and “double-hell” matches with boards rigged with barbed wire and explo- 
sives on the floor outside the ring. 

Æ The use of crushed glass (used with or instead of barbed wire) and fire (usually 
in troughs around the ring). 


Death matches have taken place in the dark, in swimming pools, and over tanks full of 
scorpions. Death matches are worked, in the sense that the ending is predetermined 
and the wrestlers are still working together to entertain the audience—but death match 
wrestlers tend to pick up gruesome injuries, from barbwire scars to terrible burns. As 
concerns about wrestler safety have (rightly) grown in modern wrestling, the trend of 
the extreme death match has diminished. However, this style is still one of the more 
memorable snapshots of Japanese wrestling to many fans. 
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Bringing Puroresu into your game 
entails a specific focus on match struc- 
ture and how the action is described. 
The basic dynamics of babyface and 
heel are the same, though blatant 
cheating is rarer, with many Japanese 
heels gravitating more towards things 
like mocking their opponent, holding 
them in the ropes longer than they 
should, displaying disrespect and hit- 
ting their opponent when they’re not 
ready. There tends to be less between- 


THE DOJO 


The dojo, the- training.school that-houses.-trainee-wres- 
tlers, is a storied part of many Japanese companies. 
Unlike most American wrestling schools, the dojo is a 
holistic 24/7 lifestyle. Trainees not only live, drill and work 
out together, they also do chores like clean the ring, scrub 
the toilets and serve meals to the older veterans. Many 
stories from this life include an element of hazing, to see 
if the prospective wrestlers can hack the lifestyle. 


On camera, many of the assistants at ringside who hold 
ropes, bring ice packs and hold ring gear are trainees in 
that company’s dojo. When finally permitted to perform 
in the ring, they often use a very basic moveset and sim- 
ple, unremarkable gear in preliminary matches and tag 
teams with more experienced wrestlers, developing their 






match talking, so performers need to 
demonstrate their character in the 
ring, with maybe a post-show monologue for the winner of the main event; that said, 
some promotions stage sports-style press conferences where all of the wrestlers have 
a chance to cut promos and answer questions. Individual matches operate by familiar 
rules, though Japanese promotions tend to use a 20-count outside of the ring instead 
of a 10-count. Even the occasional shoot fight, though it looks more like an MMA bout, 
is still decided by pinfall or submission. 


character as they go before making a big debut. 
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Cards tend to be more stratified than the average American promotion, with differences 
in match style between the heavyweights (slower and longer-to-build matches with 
lots of counter sequences) and juniors (a more dynamic and high-flying style strongly 
influenced by Lucha Libre). The divisions aren’t based on size so much as seniority and 
the needs of the card. Some wrestlers start their careers as juniors and become heavy- 
weights later. Similarly, foreign talent is used in whichever division they fit best. Wres- 
tlers going through training are integrated into the organization from the beginning, 
doing scut-work in the dojo alongside their training and wrestling in opening matches, 
often multi-wrestler tags, and then appearing at ringside later to assist main roster 
wrestlers to and from the ring. 


WHAT THIS MEANS FOR PLAY 

Æx The Ace and the Fighter are both specifically appropriate Gimmicks for a 
Puro-inspired game. 

xÆ Take a look at match stipulations like Straight Match (p. 83) and, of course, 
the Death Match (p. 89) for big matches. 

* Incorporate framing elements from sports coverage for segments between 
matches—press conferences, sit-down interviews, coverage of training regi- 
mens, that kind of thing. 

* A more sport- or combat-focus doesn’t mean boring! Wrestlers can bring in 
elements for their characters based on mythology, superhero tropes or their 
favorite action shows or movies. 

xÆ Place things On Deck that challenge the wrestlers’ physical stamina and tough- 
ness. Bring in challengers visiting from other promotions that contrast with 
their culture, ring style, or simply clash with their personality. Create advertis- 
ing opportunities for off-kilter products and services that play on the wrestlers’ 
celebrity without necessarily matching their characters tone or gimmick. 
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THE SPLENDOR OF 
PURORESU By Shelly Deathlock 


Shelly Deathlock is a life-long fan 


ur ancestors have been grappling for ORAE POr ang artoT Dat ana 
| he ble th b wrestling. Sometimes she translates 

as Ilong as their opposable thumbs her wrestling enthusiasm into 
have allowed. As noted elsewhere in written pieces like the one for this 
this book, the professional version arose fing game Dut Mostly Shejust ysl 

. excitedly online and buys a lot of 

throughout the late nineteenth and early magazines. Follow her shouting on 
twentieth centuries in the carnivals of twitter at @shellydeathlock. 





the United States, the gyms of United 
Kingdom and the national arenas of Mexico. Professional wrestling in Japan (what 
many call “Puroresu,” pronounced “pro-wres,” a Romanization of the Japanese 
transliteration of the English for “pro wrestling” 70 L A) developed later. 
Japan’s traditional wrestling is sumo, a sport with its own history but unlike the 
professional wrestling we watch today. Japan’s first important professional wres- 
tler, Rikidozan, was a sumo wrestler, but the similarities between pro wrestling and 
sumo in Japan end there. In other regions of the world, the predominant wrestling 
style was an early-century outgrowth of local styles, local interests, and tradition. 
In Japan, the predominant professional wrestling style was a wholesale import of 
all these other established wrestling styles in the 1950s and 60s. 


BIRTH & GROWTH 


ikidozan, a Korean-Japanese sumo wrestler is now known as the “Father of 
Puroresu” in Japan. He wrestled his first match in 1951 and had much success 

as a hated opponent in matches on American soil. Upon his return to Japan, there 
was fervent interest in seeing Rikidozan turn 
War aeh. the tables and play a Japanese hero defeating 
lighting Japanese heroes foreigners in this new entertainment style of pro 
vs. outsiders helped wrestling. Rikidozan and American wrestler Lou 

E Thesz traded a series of wins and losses across 

in the sport.” 
continents during their legendary careers. 

Foreign wrestlers, especially Americans, have been an enormous part of Japa- 
nese wrestling since it began. In the wake of World War Il, matches highlighting 
Japanese heroes vs. outsiders helped define Japanese identity in the sport. There 
was no shortage of foreign talent from the US and UK for Japan to import after the 
1960s to serve this purpose, and we still see cross-promotional and international 
collaboration between companies today. 

Though the roots of professional wrestling in Japan relied on competition 
between local heroes and foreign talent, wrestlers and organizations in Japan 
began diversifying their styles, stories, and traditions almost immediately. “Jap- 
anese wrestling,” doesn’t just mean one style or philosophy, because Japanese 
wrestlers and wrestling organizations have excelled at every kind of wrestling at 
on a worldwide scale for decades. However, some of the iconic Japanese-associ- 
ated styles, traditions, and philosophies are certainly worth exploration through 
gameplay. I’m going to look at three of them in more depth here. 


“in the wake of World 





JOSHI 


oshi Puroresu (2 F 70A L A) (literally “girl pro wrestling”) predominantly 
happens in organizations dedicated entirely to women’s wrestling. The most 
famous joshi organization, All Japan Women’s Pro Wrestling (AJW) was founded in 
1968 and stayed active until 2005. Women were wrestling in Japanese companies 
as early as the mid-1950s, and AJW was an attempt to organize and legitimize the 
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sport. Organizations dedicated to wom- 
en’s matches and specific dojos where OT E T a duaaty 
p J to be integral to the popularity 
women wrestlers trained young girls cre- and legitimacy of professional 
ated a space for incredible competition wrestling in Japan... and they still 
: : : j ‘ f exhibit some of the best wrestling 

and innovation in women’s wrestling in that is available to see anywhere” 
Japan. AJW was hugely popular through- 
out the 1980s, regularly selling out shows and performing to an adoring audience. 
The 1990s saw the peak of now legendary competitors Bull Nakano, Akira Hokuto, 
Aja Kong, and Manami Toyota. 

In 1995, New Japan Pro Wrestling and World Championship Wrestling hosted 
a joint event in Pyongyang with joshi wrestlers on the card. Day 2 of Collision in 
Korea featured Bull Nakano vs. Akira Hokuto for the CMLL Women’s Champion- 
ship in front of 190,000 attendees, just before a main event of Antonio Inoki vs. 
Ric Flair—to this day, the largest crowd for any wrestling event ever recorded. 
Women have been and continue to be integral to the popularity and legitimacy of 
professional wrestling in Japan. Women’s wrestling companies still exist all across 
the nation, in large and small organizations, including both Japanese wrestlers and 
talented women wrestlers from all over the world, and they still exhibit some of 
the best wrestling that is available to see anywhere. 
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DEATH MATCHES 


he Japanese Death Match is legendary. If you’re talking to someone about 

wrestling and they string an incomprehensibly violent series of words 
together, that match probably happened in Japan. No-Ropes Electrified Explod- 
ing Barbed Wire Match. Barbed Wire Boards & Piranha Fish Tank Death Match. 
Fluorescent Light Tube Boards, Barbed Wire Boards, Lemon & Salt Death Match. 
Dedicated men and women have made their living and risked their lives in these 
kind of disastrous spectacles for decades. From the establishment of Frontier 
Martial-Arts Wrestling in 1989 to the Deathmatch division of Big Japan Pro Wres- 
tling that continues today, performers of the style have found an audience and 
made a niche with real blood, real fire, and real glass. Wrestlers wear scars like 
trophies and cultivate personae with varying levels of bloodlust and insanity. The 
best performers are as good at the art of the death match as any straightlaced 
wrestler is at the art of traditional wrestling. 


KING OF SPORTS 


N ew Japan Pro Wrestling (NJPW) is the best known Japanese wrestling com- 
pany. It was founded in 1972 by Antonio Inoki, a student of Rikidozan. NJPW 
was by no means the only company, or even a company that united the other 
competing wrestling organizations in the 1970s, but it’s the one that saw the most 
success and considerable longevity. For a more in-depth look at NJPW’s founding, 
history, and current scene, check out Chris Charlton’s Lion’s Pride: The Turbulent 
History of New Japan Pro Wrestling. 

NJPW trained generations of young men to be real athletes: living and training 
in dojos together, climbing up through the ranks, leaving the dojo on a mandatory 
foreign excursion to learn to wrestle a different style, and returning to the com- 
pany to show and share what they’ve learned. NJPW’s main Championship title, 
the International Wrestling Grand Prix Heavyweight Championship has changed 
hands between only 30 men* since 1987. Their names are listed on the sideplates 
of the title belt, and they are a stunning array of N)PW-grown Japanese talent, 
and a handful of tremendous American wrestlers. Modern storylines in NJPW 
entail years-long feuds between the top wrestlers in the company for the IWGP 

*as of late 2020 
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Heavyweight Championship, but also for the right to be the “Ace,” or the face 
and leader of NJPW in the coming years. A wrestler’s loyalty to and pride in the 
wrestling company they work for has been a central trope in mainstream Japanese 
wrestling for decades. 

Fundamentally, the styles of NJPW and its main competing organizations 
through the 70s, 80s, and 90s (All Japan Pro Wrestling, Pro Wrestling Noah, etc.) 
are what fans think of when they think of Puroresu. Their focus on tradition, 
athleticism, real relationships between competitors, and in-ring storytelling are 
tremendously appealing to any wrestling fan. 


THE SPLENDOR 


J apanese wrestling captures our imaginations by combining incredible physical 
and mental endurance; real martial arts skills, training, and techniques; and 
the drama, performance, and emotion of professional wrestling. Within these 
constraints there’s room for everything: 
high flying stars who trained in Mexico e ge aie 
with luchadores; tag teams who largely IWGP Heavyweight Champion- 
just brawl and pound each other with fore- ship, but also for the right to be 

. oe . the ‘Ace,’ or the face and leader 
arms; mat technicians who might prefer to 
be in a legitimate shoot fight; and glamor- 
ous, cocky rock stars who can work any style based on their opponent. 

Professional wrestling in Japan has been hugely innovative and flexible since it 
began. Some of the best wrestlers in history have been Japanese stars who work 
globally, incorporate other styles into the skills they’ve learned in their dojos at 
home, and show the world something new. Anything goes, and anything has been 
allowable into the context of professional wrestling in Japan. Stars make them- 
selves with their skill and savvy, and they’re recognized worldwide by fans and 
critics for their accomplishments. 

Today, Japanese wrestling feels like an organic, global network of artists and 
athletes fighting alongside and against each other to win honor and secure their 
legacies in a sport and art established by their predecessors. Competitors contrib- 
ute to and carry on the stellar traditions of their trainers, their organizations, and 
their title lineages, but they don’t hesitate to step outside of these boundaries and 
try something new to stand out. You can do anything in Puroresu, and | hope you 
take advantage of that in your game! 


CATCH WRESTLING 


Catch wrestling, also known as All-In wrestling, describes the mix of amateur wrestling 
with rigged carnival exhibitions that developed into professional wrestling as we know 
it today. Though the combination flowered in the United States, the original catch-as- 
catch-can style was probably invented in the early 1870s in Britain, drawing from local 
grappling traditions as well as Greco-Roman contests. As in the US, wrestling in Europe 
in the early 20th century was spread through traveling funfairs and carnivals. The term 
“All-In” was coined by the 1930s and the style became very popular, eventually resulting 
in companies having trouble finding enough qualified wrestlers to compete. Promoters 
added more exhibition matches, like bouts with weapons and women’s mud wrestling 
to satisfy demand. Unfortunately, these “unsporting” additions got wrestling, still con- 
sidered a legitimate sport, banned from the city of London in the late 1930s. Wrestling 
didn’t regain official recognition again until after World War Il. 


of NJPW in the coming years.” 





The new rules for British wrestling, created in 1947 and still technically in force through 
the 1990s, codified many aspects of the form and created a flavor of wrestling that 
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hewed closer to sporting competition than the gaudy exhibitions elsewhere. The results 
of matches were still predetermined, but the overall focus of a match was often about 
recognizing technique and strategy over creating “cheap” drama. In particular, matches 
featured more babyface-vs-babyface tests of skill than American audiences were used 
to seeing. Many of the wrestlers of this era trained in the infamous Snake Pit school in 
the town of Wigan in the northwest of England, where they learned legitimate hooking 
and submission techniques. 


On the strength of these grapplers and their skills, professional wrestling became very 
popular in the UK through the 1950s and early 60s, especially with its inclusion on the 
televised World of Sport program in 1964. Featured as the lead-in to the weekly soccer 
scores, wrestling was basically primetime viewing for the entire country. As a cultural 
phenomenon, British wrestling in the 1960s and 70s arguably reached more viewers 
than televised wrestling of any other era. Of course, with television came the ability 
to showcase characters to a wide audience. Despite the tradition of British catch wres- 
tling, the 70s saw the dominance of slow-moving but larger-than-life performers at the 
top of the cards. 


Unfortunately for fans of grappling, World of Sport was canceled in 1985. Between the 
end of a primetime viewing slot and the same forces that ate away at the territory sys- 
tem in the US, professional wrestling lost its cultural position in the British conscious- 
ness. For the remaining promotions, All-In wrestling declined as a distinct form in favor 
of mainstream American styles. During the modern era, the tradition of catch wrestling 
has merged with American style sports entertainment; the pure catch-as-catch-can 
match is now rare. That said, modern British wrestlers retain a reputation for technical 
skill, grappling ability and a mean streak when crossed. 


The distinctiveness of catch wrestling comes from both the attention to detail in the 
ring and the culture of competition around those details. The formal rules surrounding 
the heyday of British All-In, “Mountevan’s Rules”, are quite a departure from modern 
match stipulations. The pace and tempo of a match based upon Mountevan’s Rules (as 
most were during the World of Sport days) is a fascinating opportunity to showcase this 
more sports-oriented approach to wrestling and can be used in any suitable Promotion. 


WHAT THIS MEANS FOR PLAY 

Æ The Fighter and the Technician are both specifically appropriate Gimmicks for 
catch wrestlers. 

Æ There are a number of Match Stipulations specifically for adding more grap- 
pling focus to a match: Straight. Match (p..83), Catch-As-Catch-Can (p. 88) 
and Mountevan’s Rules (p. 93). 

XÆ In the modern day, catch wrestling tends to be a specialty for certain wrestlers, 
rather than a focus for the entire Promotion. Use a dedicated technical wrestler 
as a foil for the popular talkers, or as a gatekeeper to the upper card for those 
who need to prove their mettle. 

Æ A catch wrestling match can be used to settle legitimate backstage differences 
while still pulling paychecks to put on a show. These matches are also where 
new additions to the roster get stretched to teach them who’s in charge. 

Æx Place things On Deck that challenge wrestler’s skills, or that draw them out of 
their shell if they’ve been playing it too safe. 
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WORLD OF SPORT: er 
A MOMENT IN TIME y Gregor Hutton 


Gregor Hutton lives in Edinburgh, 


u i ” Scotland and writes and illustrates 
Greetings, grapple fans 


-Kent Walton, World of Sport commentator favourite wrestlers are Scott Hall, 


RPGs very occasionally. His 


hose three words are familiar to just STE) AOL CIS IU CIE See 
If he had a finishing move it would 


about anyone in the United Kingdom be some sort of suplex. 
who lived in a period when the wrestling 
was big business. And by “just about anyone” | don’t mean “just about any wres- 
tling fan,” | mean just about anyone in the country. 

That is mind blowing. 

Especially when you consider that the relative current success of WWE, TNA 
and local promotions like ICW (in Glasgow, Scotland) get barely a fraction of the 
12+ million viewers that World of Sport got as standard in its heyday (in a country 
of around 54 million people at the time). 


THE SHOW 


Wwe of Sport was a television show on ITV, which was Britain’s only commer- 
cial television channel, in a time when there were only three channels avail- 
able to watch. Needless to say, any show on in primetime got a lot of exposure. 

And World of Sport was in primetime. 

It ran every Saturday afternoon for 20 years from 1965 to 1985, and predom- 
inantly featured football (still the most popular sport in the country—and in 
those pre-internet days was the quickest way to find out the final scores of all the 
games), horse racing and wrestling. The show also included a host of other sports 
(including speedway, darts and snooker) but hung its hat on the holy trinity of 
balls, betting and bone benders. 


BRITISH STYLE 


he wrestling matches featured the commentary of Kent Walton, who had a 

dry and crisp style, and a seemingly encyclopedic knowledge of moves, holds 
and feuds. The grappling itself differed from the more modern North American 
style (as described elsewhere). A key element of the British style on show was that 
they were generally the best of three falls, with the referee counting upwards to 
ten when a wrestler fell to the mat. This technique by the referee readily com- 
municated to the audience swings in momentum and the wearing down of one 
wrestler by another—previously they got up at three, then five, but now they were 
struggling up at eight. 

Wrestlers would also get “public warnings” from the referee for breaking the 
rules, and you could lose a title on a DQ! And, while the mixture of singles and tag 
matches may seem familiar, they often featured “blue-eyes” (faces—heels were 
called “villains”) facing off with each other, 





“[Counting falls] readily rather than the more familiar face-heel con- 
communicated to the Fath . 
audience... the wearing down test of other promotions. 
of one wrestler by another- That is not to say there weren't face- 
phen bs got an at three, heel feuds. The most famous of these was 
en flue, Out now they were : : è 
E manent: Big Daddy versus Giant Haystacks, which 





achieved cultural resonance in the UK that 
would put Hogan-Andre to shame. The real shame, though, was that despite 
the huge viewing figures and the penetration into day-to-day life of the feud, 
it featured such a terrible stiff (Big Daddy) that ultimately it killed the game for 
everyone else, but more of that later. 


PAGE 186 * WORLD WIDE WRESTLING: THE ROLEPLAYING GAME 


GROWING UP WITH GRAPPLING 


grew up in the seventies and have many fond memories of sitting on a rug at my 

grandparents watching the matches with my grandfather. He was a big Jackie 
Pallo fan, which is strange to me now. Pallo, “Mr TV,” has a bad reputation with 
modern “smart” fans and other wrestlers from the era. He wrote a book in 1986 
titled You Grunt, l'Il Groan that blew the secrets of the business in a time when 
you didn’t do that sort of thing. | was glad that my grandfather wasn’t around in 
the mid-eighties to see that bubble burst. 

In his day Pallo was a really big star, though. He was one of the very top faces 
and his prime feud was with a complete villain, Mick McManus, a real bruiser and a 
“nasty” wrestler, who also happened to book the matches. It’s said that the pay- off 
match to their feud had 22 million viewers. It really is something that the later Big 
Daddy-Giant Haystacks feud eclipsed the cultural reach of Pallo and McManus. 

Still, the Pallo/McManus era maintained the image of professional wrestling as 
a legitimate sport and was one of the very highest points for World of Sport. That 
is perhaps why Pallo got such grief when he talked about what happened behind 
the curtain after he was done and World of Sport was gone. Doubly bad that he 
had made a decent living out of the game too before pissing in the soup. 


FANTASTIC MATCHES 


Í n the late seventies and early eighties, if 
you could turn your head away from the “Dynamite Kid was once 
awful Big Daddy matches, you would find asked... about his matches with 
: Tiger Mask from that era, and 
some of the greatest wrestling to have ever whether theujmerc really five 
graced the planet. star matches’... ‘No,’ he said, 

Mark “Rollerball” Rocco, “Sammy Lee” Hs Bechler Ebay Sead ta 
and Tom Billington all put on master classes 
of grappling in halls up and down the country. Some fans will know them better 
from their names in Japan: the original Black Tiger, Tiger Mask and the Dynamite 
Kid. To think that one-hour matches at sold-out shows in Tokyo in the early eight- 
ies were worked out in segments in places like Wakefield and Wigan, and often 
shown for free on British TV on a Saturday afternoon. 

Dynamite Kid was once asked by a wrestling journalist about his matches with 
Tiger Mask from that era, and whether they were really “five-star matches” in the 
modern sense. “No,” he said, “they were better than that.” 

| would heartily recommend looking up Rollerball Rocco matches, especially 
against Dynamite Kid and Marty Jones. You can also see him take on “Fuji 
Yamada,” more famously known as Jushin “Thunder” Liger. 

What other wrestlers were household names from my youth? Kendo Nagasaki, 
Pat Roach, Tony St Clair (who trained Chris Adams, who trained Steve Austin), 
Adrian Street, Kung Fu, and Johnny Kwango. There were also some young wres- 
tlers in the last days of World of Sport that would go on to have big success in WWF 
and WCW: Fit Finlay, the British Bulldog and William Regal. Seeing a youthful Fit 
Finlay on YouTube from that era is quite something. 

To say | was spoiled as a child with great wrestling is an understatement. So how 
did it go wrong? 
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KILLING THE GOLDEN GOOSE WITH A PENCIL 
mentioned Big Daddy, and anyone from the UK will know who I am talking 
about. To the uninitiated, Big Daddy was a large, round character clearly past his 
prime, with a top hat and cape who led the crowd in comical chants of “Easy, Easy.” 
So, how on earth was he top of the card? Booking—and a sense of the surreal. 
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British wrestling featured old ladies in ringside seats, armed with handbags 
and umbrellas that they didn’t hold back from using on the villains. So, there was 
always a bit of pantomime even in the days where it appeared to be a legitimate 
competition. But when Max Crabtree became the booker of Joint Promotions, the 
promoter featured on World of Sport, in the early 70s he hit box office gold. He 
created the character “Big Daddy” for his brother Shirley Crabtree, who had been 
out of work for over 5 years and wasn’t very fit. 

Big Daddy was a larger-than-life character, popular with children and old ladies, 
who, despite being in his forties and out of shape, easily defeated every heel in the 
country. He often did this in short matches owing to his shocking lack of condition- 
ing. Still, the crowd lapped it up and business was booming. It couldn’t last forever 
though, and while Daddy stayed top of the card year-after-year it wore away the 
veneer of legitimacy that earlier grappling had been built upon. 

The end of the era was when ITV got a new boss, who decided that this sort of 
wrestling had to go. World of Sport got canceled and while a wrestling show strug- 
gled on for a few more years, it was no longer in the primetime slot and that show 
too met its end. By then, satellite TV was beginning to show American wrestling 
and the British scene would never return to the heyday of World of Sport levels. 


FURTHER READING AND WATCHING 
Í really can’t recommend The Wrestling by Simon Garfield (Faber & Faber) highly 
enough. Garfield is a serious journalist and his book is a fantastic read for any- 
one who wants to understand British wrestling from the World of Sport era. It also 
features a great cover image of Kendo Nagasaki. 

YouTube is your friend. Watch some matches using the search terms “World 
of Sport” or “WoS.” A good starting point is to look up Rollerball Rocco as recom- 
mended earlier and just follow the breadcrumb trail of matches highlighted after 
each one. You should be immersed in grappling heaven, and occasionally hell, for 
a long time to come. 

DVDs of The Best of ITV Wrestling may be a trickier proposition. They tend 
to feature Big Daddy matches for the nostalgia value that they hold for the UK 
audience. Grapple fans of discerning taste may find the Big Daddy “matches” less 
appealing than all the great bouts featuring genuine world-class grapplers that 
didn’t make the final cut. That observation may encapsulate why World of Sport 
was, in the end, a moment in time. 


INDIE WRESTLING 


The contemporary independent scene is the grand crossroads of professional wrestling. 
Green-as-grass novices share cards with ex-World Champions. International stars strut 
their stuff in front of provincial audiences. Journeyman workers hone their craft before 
both tiny auditorium crowds and sold-out performance halls. The territory days are 
long over, but the indie scene has evolved into a similar niche, affording a platform for 
wrestlers to travel all over the world and develop their skills. While money and fame 
are often lacking, it’s no secret that the indies are where mainstream companies look to 
find their next generation of superstars. But even for those not tall or attractive enough 
for the big promotions, there is a living to be made on the indies as a full-time wrestler. 
The loose term “the indies” covers everything from quarterly shows at the local VFW 
hall to regional supercards to established companies with cable TV deals. There are 
indie companies all over the world, some of them with formal talent exchange relation- 
ships and some simply booking whoever they can get. Wrestling a full-time schedule on 
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the indies generally entails being your own business manager in addition to a wrestler: 
scheduling bookings, getting merchandise designed and produced, maintaining a social 
media presence and non-stop traveling. Some indie fans only care about their local fed, 
while others pay attention to the scene, following the careers of their favorite wrestlers. 


Like the territory days, a wrestler can be a babyface in one promotion and a heel in 
another. Those in demand may have a home promotion where they appear regularly 
or hold a title, but also make appearances on other cards without entering title con- 
tention. Promotions have to balance maintaining homegrown talent on the card with 
bringing in big names from the scene to draw audiences. It’s notoriously hard to estab- 
lish true heels on the indie scene. Fans like seeing wrestlers do cool stuff, and even when 
there’s a clear good guy and bad guy, the live crowd will cheer for both wrestlers as they 
exchange bombs and take big bumps. 


The actual wrestling on the indie scene varies widely depending on experience level, 
region, and promotion. However, fans recognize a discernible “indie style”, distinct from 
mainstream televised wrestling. This tends to rely on a high level of athleticism, big 
show-stopping maneuvers executed from more and more high-risk positions, and the 
use (some say the overuse) of false finishes to build the end of the match to a crescendo. 
There’s little serial storytelling; most indie performers only have one match at a time in 
which to establish their character. The big-impact, false finish-reliant style undeniably 
works towards those goals and hypes up the live experience, even as it can burn out an 
audience to see the same big moves over and over again. 


Long-term storytelling on the indies depends on the promotion and the kind of wres- 
tling they want to showcase. An indie show can be anything from a one-time-only 
supercard of must-see exhibition matches to a platform for high-concept, multi- 
threaded narrative. The best indie promotions provide some of both, so that first-time 
and occasional attendees can enjoy the matches while long-term fans are rewarded 
with callbacks and details within and between bouts. When executed poorly, of course, 
an indie show can be an exercise in confusion, as fans who don’t know what’s going on 
wait while performers with unclear motivations jawjack endlessly. 


Indie wrestling is wrestling at both its best and its worst. 


WHAT THIS MEANS FOR PLAY 

* While most of the Gimmicks cover the kinds of wrestlers on the indies, the 
Call-Up and the Hardcore are particularly suitable to explore wrestlers who 
have the kind of fan base that is earned on the road. 

* The Exhibition Match (p. 92) is a good stipulation to showcase a big pull-out- 
all-the-stops match, and everyone loves a Battle Royal (p. 87), even if some 
of the bodies in the ring are being paid in drink tickets. 

* The Promotion rules imply a single company, but your roster could be the big 
stars of a circuit instead. You can define your Simple or Living Promotion as a 
network of indies, hosting the players wrestlers as they tour the towns. 

Bring in more real-life tensions and adventures of a lifestyle of constant travel and 
non-stop self-promotion with material from the road (p. 147). 

*« Place things On Deck that threaten the precarious lifestyle of a full-time indie 
wrestler, or that tempt them with offers to change what they do (and maybe 
abandon their fans) for the promise of greater success. 
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THE PROMOTIONS 


= (CHAPTER ELEVEN 


These example Living Promotions (p. 127) are from backers of the Kickstarter cam- 
paign for this game. Thank you backers! You can pick any of them for your game or use 
them as templates or inspiration. 


PROMOTIONS BY REACH 


Reach is the geographic area or media market from which a Promotion draws its audi- 
ence. The Promotions are presented here in order of Reach. 





Local 
A Promotion that performs to small audiences, mostly the same group of people 
from show to show. 

MOAT Wrestling-(p.-191) 

Ninth Circle of Wrestling-(9CW)-(p.192) 

WTF?! Wrestling (p.193) 


Municipal 


A Promotion that performs in one large city, or a media market shared by multiple 
small population centers. 


Penny Ante Wrestling (PAW) (p.195) 
Prom Night (p.197) 
Valiant Pro Wrestling (p. 198) 


Regional 


A Promotion that performs on a travel circuit in one larger region, or in a media 
market that covers multiple cities. 


Kanawha Pro Wrestling (p..200) 
World Wide Wrestling (p..202) 
National 


A Promotion that emanates from anywhere in or be broadcast throughout its home 
country. 


Badlands Wrestling (p. 204) 
“The Battle” Battle of the Brands (p. 206) 
International 
A Promotion that performs or can be seen anywhere in the world. 
Invasion Wrestling Alliance (p.208) 
The League of Prestige (p.209) 


PAGE 190 * WORLD WIDE WRESTLING: THE ROLEPLAYING GAME 





LOCAL PROMOTIONS 


MOAT WRESTLING 





MOAT wrestling is a minor company by The Josh 
running in the function rooms of pubs 
throughout the North of England. Though 
rarely attended by more than 30 fans, 
many of those follow the company around 
from town to town. MOAT, clearly a pas- 
sion project, is mainly privately founded by its founder. As long as that cash holds out, 
it’s a reliable show for up and coming wrestlers to learn their craft. 





MOAT is notorious for its yearly anniversary show, which always has far too many wres- 
tlers booked. Most MOAT booking is thrown together on the fly throughout the night. 
Finally, the show is known for its Falls Count Anywhere matches, as full-size rings usu- 
ally don’t fit in the pubs it calls home. 


CHAMPIONSHIPS 
MOAT Championship: Currently held by Taz Bone, this is currently a Golden 
Stein, from which Taz drinks his beer as he pins his opponents. 


MOAT Tag Championship: Held by The Taylor Twins for the last year. 


Wooden Spoon Championship: This “title” celebrates the company’s biggest 
loser. An actual wooden spoon, it is held by Gareth, who has never won a 
match in 11 years with the promotion. 


CHARACTERS 

The founder and booker of MOAT is Reverend Theremin, an aging punk rocker. He 
funds most of the shows with cash made from his one hit 80s chart-topper, which he 
encourages the talent to use as their entrance theme. The Reverend strives to give his 
wrestlers creative freedom within his solid, logical booking ideas. 


Hippy Ginge, the ring announcer, likes to wear a different mask every show. Nobody 
knows his face under the mask, just his long ginger hair. 


Taz Bone. Formerly a comedy wrestler, one day he snapped after a fan insulted his 
receding hairline and became the mad bruiser the fans now know. His signature move 
is drinking a pint of beer as he pins a challenger for his MOAT Championship. After his 
tenth title defense, he discarded the old MOAT belt for a custom Gold Stein from which 
he drinks his beer. 


Seb and Lee, The Taylor Twins. Actually 19 years apart, the brothers are at opposite ends 
of their careers. The “twins” have been tag Champions for a year, but the younger Lee 
is starting to think that the older Seb is holding him back. 


Gareth is the resident jobber and holder of the Wooden Spoon Championship. Gareth 
is the only wrestler who uses The Rev’s hit as his theme (on the rare occasions he gets 
an entrance). Gareth hasn’t won a match in the 11 years he’s wrestled for MOAT. 
Fireman Dan is the resident hardcore wrestler. He’s notorious for setting weapons on 
fire, despite turning up for most matches dressed as a fireman. Dan and Taz have a long 
running love/hate relationship, and the fans don’t know whether they'll be friends or 
foes on any given night. 
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NINTH CIRCLE OF WRESTLING (9CW) 


You probably haven’t heard of the Ninth 
Circle of Wrestling. If you have, you either 
scoff at their ludicrous concepts and over- 
the-top characters or embrace them for 
those same reasons. 9CW delights in the 
bizarre and the fantastical: gorgons and 
knights and sorceresses all clash in the ring in a promotion run by the devil herself. 





by Osmina Deveraux 





Their audience may be small and their streaming channel obscure, but the enthusiastic 
roster throws themselves into their roles, creating a significant part of 9CW’s charm. 
That said, the uninitiated are generally advised not to try and untangle the histories of 
these characters, at least not without their own Virgil to guide them. 


CHAMPIONSHIPS 
Paradiso: 9CW’s flagship title is always defended in a 
Two-Of-Three-Falls Match (p..85). As Stella likes to quip: “If you want to 
reach for heaven, you gotta go through hell first!” 


The Grail: This is the most story-heavy title, with challengers swearing vows 
and enduring grueling trials over the course of months (or years, even) 
before finally getting a shot at it. 


The Rubedo: The road to the crimson 9CW tag team title belts is a crucible 
that alchemically forges the perfect team out of its component wrestlers. 


CHARACTERS 

Stella Vesper is 9CW’s founder. A businesswoman by trade, she took over a small, strug- 
gling promotion as a pet project and slowly turned it into a slightly successful, but very 
niche venture. Her on-screen persona is shrewd and calculating. If you agree to her 
price she'll be a referee under whose gaze no heel would ever dare cheat. 


Crowley is the head booker, always seen with a case filled with grimoires. In kayfabe it is 
his summoning rituals that pull figures from a variety of mythologies into the squared 
circle. He likes to put on a show for introducing new talent with a ritual chant that 
informs the audience of the new arrival’s personality and history. 


Dante is one of the major main-eventers, with the semi-retired Virgil acting as his man- 
ager and very occasional tag partner. Dante’s run is still title-less, but his technical abil- 
ity combined with a flair for the poetic is starting to win the fans over. 


Stheno is the current holder of Paradiso. Putting the “monster” in “monster heel”, Sthe- 
no’s ferocity and brutality make her a true terror to behold in the ring. If you’re in the 
squared circle when her battle cry of “Perseus! Must! Die!” resounds, that’s your cue to 
make yourself scarce or face the music. 


The high-flying Ocypete currently holds The Grail. Once part of a trio, she split off to 
enjoy a successful solo run. Her speed and ability to soar to impressive heights make 
her matches quite spectacular, but leave her quite injury-prone as well. 

The duo of Morgan & Mordred claimed The Rubedo from its previous owners quite 
handily, though not without their usual dash of extralegal tactics. Even when not cheat- 
ing, Morgan’s technical prowess and Mordred’s blend of power and agility make them 
dangerous to face head-on. 
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WTF?! WRESTLING 


Financed through promoter Nicki Notion’s by Top Shelf Worlds Games 
Learning by Creating grant from PSU, 
W.T.F.?! Wrestling is swiftly becoming the 
talk of the town in the Pacific Northwest’s 
historic grappling territory. A business/ 
theatre double major, Nicki’s clever ruse 
for university grant money gave the shrewd upstart the resources to enroll her closest 
theatre friends in wrestling school. Their first bookings around the territory turned a 
profit, and now Nicki has been able to hire several undergrads (on the cheap) to build 
and crew a new ring in the basement of the Sandy C. Barr athletics building... without 
permission from the administration. 








Rallying a plugged-in fan base of bored college undergrads, Nicki’s vision of hot angles 
going viral over students’ direct messages and story shares seems to be working, even 
if the occasional embarrassing botch from a novice wrestler does even better numbers. 
With all the buzz from wild shows that combine potent pageantry with pugnacious 
pummeling, the young company and its quickly-developing underground community 
races to beat the clock; can it build momentum enough to carry it out of the basement 
before the Dean discovers the property damage on campus? 


CHAMPIONSHIPS 
W.T.F.2! PNW Championship: The top prize of the promotion highlights the 
wrestler at the forefront of the W.T.F.?!’s biggest angles. Currently vacant, as 
Nicki shines up the strap through a series of storyline stakes and setups. Who 
will be crowned the inaugural Champion? 


The Kickstarter Cup: A Nicki Notion innovation, fans literally buy in to a 
month-long tournament in exchange for backer rewards like merch, VIP 
packages, and special one-off showtime roles. The chosen rewards drive the 
booking to favor wrestlers whose merch moves well, giving fans a unique way 
to give their favorites a push with their attention and dollars. 


CHARACTERS 

Jackie D. Fresh off a decent stint in the major leagues that didn’t produce a contract, 
hometown favorite Jackie D. returns to Portland with promises to place himself at 
the top of the fledgling WTF?!. With a loud group of frat-boy fans and the prestige of 
national television dripping from his red-heart-laden trunks, the Jack of Hearts is a 
favorite to win the Kickstarter Cup; however, a tendency to showboat after picking up 
the win with his One-Eyed Jack sit-out DDT finisher has earned the rising star “Jerk-Off 
Jackie” chants in other promotions—not necessarily the cheer he wants as a top star. 


Nicki Notion. Founder, owner, booker, and promoter of W.T.F?! Wrestling, Nicki’s goal 
since starting university has been to own and operate a wrestling promotion. Her Off- 
Screen with Jackie D. interview streams with the new hot star are the secret sauce of 
the company, proving instant video messaging platforms as a viable medium for pro- 
mos. Boasting a trademark navy blazer and winged orange eyeliner, Nicki’s “small-but- 
bossy” gimmick is a main-event attraction against bigger babyfaces beefing with Jackie 
D. However, the recent success for the company has left Nicki uncertain of whether to 


focus her infant venture on homegrown talent or out-of-town standouts. 
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Donald Kovitz. The behind-the-scene man, Donny is a recent acquisition to Nicki’s 
scheme and new to the business of professional wrestling. Lured out of his A/V closet 
with promises of creative assistance in the programs, the producer has a knack for fol- 
lowing the action, and interjecting both on mic and in the ring when the inexperienced 
roster needs a hand calling spots. More than one of Donny’s attempts to stand up to 
the heels on the roster have earned him applause. 


The Muse. Wrestling out of your wildest dreams, The Muse’s incredible mind for pag- 
eantry and fan interaction sees them dancing towards the ring in baby-blue ring attire. 
Secretly a shy, fly-on-the-wall student at PSU, this alien gimmick combines their rich 
interpretive dance background with a recent fascination with Tae Kwon Do. The Gen- 
eral from Planet Xanthar has earned big pops with strings of high spots to close out 
matches; now hooked on the applause, their relative inexperience will not deter them 
from hitting the ropes, no matter how far the leap. 


CUSTOM MOVE 

The Kickstarter Cup is all about bringing in cash while measuring who the fans want to 
see most. Any wrestler who wants a push can appeal directly to the viewers for support, 
instead of going to Nicki Notion to plead their case. Any wrestler who’s booked into a 
Kickstarter Cup match can make the following Move anytime between when the match 
is announced and when it starts. 


Crowdfunding Appeal: When you make an appeal to the audience to invest in you 

personally, roll +Real and note your current +Audience. 

* Ona 10+: You get a big bump in backer support! You count as being in the Top 
Spot until the end of the Episode your next Kickstarter Cup tournament match 
is in. This does not bump anyone else out of the Top Spot. At the end of the Epi- 
sode, apply any Audience changes to your original Audience. 

m =f W.T.F.?! Tiers Up while you’re in the Top Spot, you can only choose to adda 
Support or remove a Struggle, and it should have something to do with the 
additional investment into the company from the fans. 

* On a7-9: You bring more attention to the tournament. Your Kickstarter Cup 
tournament match is the main event of this or the next Episode (if it’s not 
already). When the match starts, pick 1: 
mẹ Gain +1 Momentum. 


m Gain +1 Heat with your opponent. 
mẹ ~YOu’re BOOKED to win the match. 

Æ Ona Botch: You come on too strong, have tapped out your current fans (or 
both). You are BOOKED to lose your next Kickstarter Cup tournament match. 
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MUNICIPAL PROMOTIONS 


PENNY ANTE WRESTLING (PAW) 








Penny Ante Wrestling was an underground 
promotion, but is now making moves into 
local markets of Calloway County. They’ve 
secured a warehouse in Dudleyton, mak- 
ing it over into The Arcade, a custom arena 
to handle the roster’s special gimmicks, 
provide concessions, and record shows to release online and on DVD. 


by Matthew Evans 





While the future looks bright, Penny Ante is on shaky foundations. The Arcade is in 
the shared territory of several other small-time promotions, but PAW is not affiliated 
with them. This provides opportunities to lure outside talent with promises of creative 
freedom and decent paydays, but at a cost. PAW is notorious for unscripted “invasion” 
angles, as wrestlers attempt to break up the shows under the pretense of kayfabe at the 
behest of the rankled rival promoters. The fanbase, for its part, grows to either love the 
unpredictability of the house shows, or moves on to less raucous pastures. 


CHAMPIONSHIPS 
PAW Heavyweight Championship: The big one, the final boss for all chal- 
lengers who make it through the Knight of the Squared Circle tournament. 


Knight of the Squared Circle: This is the number one contender spot, earned 
through a gauntlet tournament held in the spring and fall. Once Knighted, 
the wrestler can issue a challenge for the Heavyweight Championship at any 
time, as well as stake their Knighthood as a match stipulation. 


Arcade Open Champion: This chaotic Falls Count Anywhere title can be won 
by anyone who pins the current Champion anytime, anywhere. It changes 
hands almost every show unless there’s a storyline reason to keep it on 
someone for a couple months. 


PAW Tag Team Champions: Awarded to the best tandems in the territory. 
CHARACTERS 


Joey Elias is the brains behind PAW. He has an eye for talent and stocks his roster with 
the weirdest and wildest folks he can recruit from the Tri-County area. He wants to 
compete on a national level, so he’s not about to let little things like playing nice with 
the competition stand in the way of profits and stepping up to bigger stages. 


Holly Romero is the “creative director” for the promotion. She coordinates costume 
and set design while checking some of Joey’s worse impulses. Additionally, she runs 
the writing room, which consists of her, Joey, and early fan turned booker Lucy Ngo. 


“Catastrophe” Cassidy Summers absolutely loves being the PAW Heavyweight Cham- 
pion. The pay’s good, everyone treats them right, and they get an amazing entrance 
surfing a comet (made of plastic and on guide wires) to the ring each show. They’re not 
in any rush to give up the top spot, but wouldn’t mind a dance partner able to make it 
in prime time alongside them (and who can sell the Catastrophe Crash like a pro, natch) 


The Outrageous Gemstones Ruby and Sapphire are the current PAW Tag Team Cham- 
pions, ruling the tag division with their dueling Gemcutters. Rumor has it that Ruby’s 
looking to go solo despite getting this far with Sapphire, but hasn’t found the right offer. 
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Arn the Anvil is the current Knight of the Squared Circle. A stocky fellow with a beard, 
Hawaiian shirt and sunglasses, The Anvil hires himself out as a high-priced enforcer. 
He’s quite happy to fend off challengers for his Knighthood until Creative decides if he’s 
going to make a babyface turn or lose to a worthy up and comer. Entering to the strike 
of an anvil and sparks flying from the stage, everyone gets smashed against the Anvil. 


“The Ebony God” Ernie Jackson is making waves in PAW with a recent win of the Arcade 
Open Championship over Scorpion Horowitz. He’s gotten a couple offers from other 
feds to “go legit”, but Ernie’s happy to stay where he’s being treated right. While a good 
chair shot is a staple of the God’s style (and won him his current title), his actual finisher 
is perfectly executed Backbreaker. 


Marv the Mouth calls himself The Voice of PAW, calling the matches and conducting 
the interviews. Not strictly paid staff, Marv is another enthusiastic fan getting to live 
his dream in exchange for providing free labor to Joey Elias. His newsletter Mouthing 
Off About Wrestling might help PAW gain some traction outside their home area if he’s 
properly motivated. 


CUSTOM MOVE 

PAW’s relationship with other wrestling companies is tense at best. PAW starts a new 
Season of play with the Promotion Advance: Start An Invasion Angle already unlocked 
(p. 130). You do not have to start out playing an Invasion Angle right away, but it’s an 
option from the beginning. For details, see the section on Invasion Angles (p. 138). 


In addition, PAW wrestlers may have relationships with wrestlers in other promotions 
in the area, and sometimes make backchannel deals to their advantage. 


Sabotage: When you know you're going to lose a match, you can call in a friend 
from another company to interfere and get the match thrown out. Describe who 
they are if they haven’t yet been introduced to the game and roll +Real. The match 
is thrown out as a no contest, and: 
*« Ona 10+: pick 2: 
* Ona 7-9: pick 1: 
m The crowd pops to see the crossover appearance, everyone in the ring gains 
+1 Momentum. 
mẹ It earns your buddy another booking in PAW. 
mẹ It earns you a booking in their company. 
im Everyone makes it out of the chaos without injury. 
* Ona Botch: it’s chaotic and confusing. You take an injury, and Creative makes a 
Hard Move (including triggering an Invasion Angle if one isn’t already ongoing). 
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PROM NIGHT 





It’s Prom Night! Wrestlers chosen for Prom 
Court will duke it out to see who is the King 
& Queen of the company. 

During Prom Night, all of the wrestlers 
don their finest fancy dress attire and put 
aside their petty rivalries in order to have 


by Aaron Amendola 





a nice time... or use them as fuel to keep their rivals from winning the Royal Crown. 
Each match is a dance, with the winner going on to the main event to determine who 


will be crowned. 


Prom Night can be played as a special event staged by your long-running Promotion, or 
you can play it as a single session game entirely inside the one magical night of Prom. 


CHAMPIONSHIPS 


Prom King & Queen: There are only two titles that matter. Whoever wins the 
main event match of the night wins the Prom Crown, and they name their 


Royal Consort to join them in the ring to end the show. 


CHARACTERS 


The Principle is the role taken on by the ring announcer, commissioner, general man- 
ager or other on-camera authority figure. The Principal announces each dance pairing 
and adjudicates any disputes on the dance floor. 

If using existing wrestler characters for Prom Night, each wrestler can adopt an appro- 
priate alter-ego, or play themselves-just-dressed-up, as the players like. If making new 
wrestlers for a Prom Night one-shot, use the theme to guide your choices of Gimmick 


and persona. 


CUSTOM MOVES 

On Prom Night, each match is a dance, and 
each dance matters. Play by the standard 
rules, with the following modifications: 


* Layer the Prom Night theme over 
everything, wherever you can. 

* The winner of each match (both 
player wrestlers and NPWs, if 
any) is booked into the Royal Ball 
main event match. Any Move that 
allows a player to book themselves 
a match or into a match can use it 


to get into the Royal Ball as well, even if they’ve lost their “qualifying” match. 


DANCING AT PROM 


Whether you want to use the theme to flavor your 
standard wrestling matches or literally stage com- 
petitive dances instead of wrestling is up to you! The 
rules are the same, just use the imagery and lan- 
guage of dancing instead of fighting when staging 
the matches and as narration. Also, the audience for 
Prom Night are the other “students” attending the 
dance, so you can use different physical places (like 
the bathrooms, the parking lot, etc.) for on-camera 
segments. Anything seen spreads throughout the 
crowd at the speed of gossip. Anything off-camera 
should be assumed to be truly private. 


* The Royal Ball is a Battle Royal (p. 87) featuring the match winners, plus any 
NPWs you wish to include. Using any excuse you want to include NPWs and to 
justify how players book themselves into the match with Moves, from “asked 
the Principle nicely” to “crashed the party”. 

Æ The winner of the Royal Ball is crowned Prom King, Queen, or Monarch, as 
appropriate. They then name anyone they have Heat with as their Royal Con- 
sort to receive the second crown. Both gain +1 Audience. 


PROM NIGHT æ PAGE 197 















SNOILOWOUd AHL 





VALIANT PRO WRESTLING 


Valiant Pro Wrestling is based in Union by Riccardo Fabris 
City, Wisconsin, running a weekly show 
out of a small local arena. VPW was cre- 
ated as a direct rival to Championship Ath- 
letic League, another local promotion; the 
owner of VPW once used to be part of the 
management team of CAL, but left with less than amicable relations. The two promo- 
tions have a bitter rivalry, and frequently poach talent from each other. CAL has not 
been above using dirty tricks and outright slander in order to paint what it views as the 
“upstart” VPW in a negative light. 








VPW originally focused more on theatrics and wild storylines, mostly due to CAL hav- 
ing most of the local talent under contract. The promotion needed a different hook 
to attract its audience. Now that VPW is more established, however, some within the 
company see the theatrics as limiting their growth potential. Two sides have developed 
within the writing department: one keeping to the theatrics and storylines that grew 
the promotion in the first place, and the other focused on the “sport” aspect of wres- 
tling and trying to sign better wrestling talent. There is now a lot of friction backstage, 
with frequent shouting matches about the future of the promotion. 


CHAMPIONSHIPS 
Global Heavyweight Championship: The main Championship belt for the 
promotion, and the most prestigious one. Currently held by Fragata Jr. 


Valiant Tag Team Championship: The tag titles were recently won by Mourn 
and her partner in the Instruments of Pain after a very contested tourna- 
ment to award the recently-created straps. 


Guts and Glory Championship: This newly introduced belt recognizing hard- 
core blood and guts wrasslin’ is yet to be awarded. There are plans for a hard- 
core four-way match in order to find a Guts and Glory Champion. 


Key from the Deep: A mystical artefact of untold power, it is said that the 
bearer is able to control life and death itself. Technically not a Championship, 
ownership of the key and it’s powers are the focus of many storylines. 


CHARACTERS 

Fragata Jr is a proud third generation luchador, coming from a wrestling family with an 
encompassing bird theme and a long history. Having spent his entire life in the busi- 
ness, he’s very skilled and basically inured to the weirder sides of the business, but can 
be a fish out of water when it comes to social situations. Backstage he’s often willing to 
lend a hand with training, laying down a match, and basically anything concerning wres- 
tling. He is never seen without his Global Heavyweight Championship. 


Mourn bills herself as a personification of death. Her long-standing signature is her 
ever-changing mask: always black and white, it changes from match to match, featur- 
ing skulls, zombies and occasionally pop culture references. She has a very dedicated 
(some would say rabid) fanbase, which has been both a boon and a curse in the past. 
She’s the current holder of the Tag Team Championship as part of her tag team, the 
Instruments of Pain. Despite her theatrical presentation, she has been attempting to 
push the promotion towards more ring-centric storylines since joining the roster. 
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Basil Large is the non-kayfabe boss of the company, a convivial old man who decided 
to finance his own wrestling promotion after leaving CAL management on less than 
friendly terms. A father of three, he approaches his employees with a similarly pater- 
nalistic attitude—firm, but considerate and interested. He cares about having the trust 
and confidence of the performers. However, his genial air goes out the window the 
moment he smells a chance to hit out at CAL, no matter how bad an idea it might be. 


Mr. Vega$ is a cunning, slippery mobster sent by a mysterious underworld with more 
backstory than will ever make it to ring. This theater-reject-cum-manager is more than 
happy to work with anyone to shoot fun angles, set up cool spots, butter up the pro- 
duction staff—and make it all about his idea. Despite having an utter lack of wrestling 
knowledge, Vega$ got into VPW through a romantic entanglement with one of the key 
producers backstage, giving him more than enough pull to wreak inadvertent havoc. 


Darryl Stern is one of the senior writers in the company. He was hired to bring a strong 
authorial voice to the endlessly tangled plots of VPW, which he does with gusto. This 
puts him in direct conflict with everyone who gets a feud dropped or thinks that he’s 
interfering with their idea, but that’s just the way he likes it. He’s loud-mouthed, set in 
his ways, and extremely adroit at office politics. 


Melanie “Schemetress” Birzina is a dangerous government agent in the ring, known for 
her brutally fast, technical wrestling style. A former gymnast, she’s too old for the cir- 
cuit but too stubborn to give up on athletics. Wrestling gives her the challenge of put- 
ting on a technically perfect match. However, her skill in the ring is paired with a lack of 
charisma, general awkwardness, and introverted demeanor. When she’s not working a 
match she’s often found huddled in a corner of the locker room, busily texting with her 
girlfriend to reassure her that last bump wasn’t as bad as it looked. 

Solomon “Nosferatu” Popescu specializes in hardcore matches. Originally from Roma- 
nia, he is pale and tall (if a bit lanky), so his gimmick became a vampire who takes spe- 
cial pleasure in making his opponents (and himself) bleed. He’s taken this act through 
many smaller promotions, and now that he’s landed in VPW he hopes to have a more 
long-term place to perform his craft. 


CUSTOM MOVE 
One virtue of VPW is that anyone can pitch ideas for storylines. Whether Creative will 
go with what you have in mind may be another matter. 


æ | Have an Idea...: When you meet with Creative to discuss your storyline or 
request a bigger push, roll +Audience. If you’re in the Top Spot, you get the 10+ 
result automatically, but can’t make this Move again while in the Top Spot. 

* Ona 10+: they agree to go ahead with your idea. You pick 1, then they pick 1: 

* Ona 7-9: they are listening, you pick 1: 

m They promise it won't be overturned at the last second. 

m Gain +1 Heat with the key opponent you want included in your angle. 

mẹ Add winning or losing a Championship to your current feud. 

mẹ = Creative books you the match you want. 

mẹ Creative books a rival of yours into a lower-card storyline to make room for 
yours, killing their push. They gain +1 Heat with you. 

* Ona Botch: revealing your thoughts gives them a better idea... at your expense. 
You are booked into a feud with your lowest Heat opponent, and can’t make this 
Move again until you regain legitimacy or make amends for your hubris. 
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REGIONAL PROMOTIONS 





KANAWHA PRO WRESTLING 


Kanawha Pro Wrestling is a regional wres- by Jerad Bailey 
tling territory situated in the Kanawha Val- 
ley of West Virginia, an area full of wres- 
tlers but lacking promotions. The KPW was 
created by local talent to both reduce their 
travel time and offer something with a bit 
more production value. The gamble paid off, and the KPW now draws fans and per- 
formers from a tri-state radius to its Big Four seasonal shows. 








West Virginia’s wrestling fans have a lot of pride in Kanawha Pro Wrestling; anyone will- 
ing to invest their time and energy in the state is rewarded with a dedicated fanbase. 
The locals turn out to the live events in armories and VFWs around the state. These 
build up wrestler’s reputations and skills, but what keeps the company going is its head- 
line quarterly shows in bigger arenas. These Big Four shows have big production values 
and draw in local celebrities and athletes, but the storylines are disjointed at best and 
all that pyro costs money. If KPW keeps putting butts in seats they'll be ok, but the busi- 
ness model is on shaky ground. 


CHAMPIONSHIPS 
KPW Monarch of the Mountains Championship: This top title headlines 
each seasonal show, and the Champion usually tops the card at any regular 
event as well. The title-holder is called “King,” “Queen” or “Monarch” while 
holding this Championship. 


KPW River Valley Championship: This title recognizes light- and flyweight 
competitors, often headlining any show where the Monarch of the Moun- 
tains is absent. 


KPW Tag Team Championship: This hotly-contested title is awarded to the 
best duos in the company, and is regularly defended at the seasonal shows. 


KPW Roughneck Championship: This Championship goes to the most dom- 
inant wrestler in hardcore and other non-standard matches, and is often the 
draw for the regular shows. 


CHARACTERS 
Due to shifting availability and the irregularity of events between the Big Four seasonal 
shows, KPW has a broad roster. 


“Queen” Mountain Mama is the current KPW Queen of the Mountains. A local roller 
derby blocker who divides her time between the two sports, she’s easily the largest, and 
strongest, woman on the roster. That may be what won her the Championship, but her 
loud and proud state patriotism keeps the strap around her waist. She puts her chal- 
lengers away with the awesome running Frog Splash “Mother Lover”. 


“Hurricane” Chad Pazlowski is the current KPW River Valley Champion. A partier inside 
and out of the ring, Hurricane always enters to a high-energy dubstep mix, but adjusts 
his wardrobe (and signature ballcap) depending on whether he’s working babyface or 
heel on any given night. If his standard Reverse STO finisher “Category 4” doesn’t do 
the job, he'll escalate to the rarely seen Avalanche variation “Category 5”. 
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Becky “The Coal Miner’s Daughter” Bryant and Blake Bryant are the crowd favorite tag 
team Becky and Blake. The siblings are multi-tool entertainers. Becky’s talented sing- 
ing and mic-work brought her in to emcee shows at their local armory, where she then 
decided to make a go of it in the ring as well. Blake is an accomplished guitarist, always 
ready to strum just about any popular country-western or bluegrass song as part of a 
segment, or to break up a show with a little family-friendly entertainment. 


Doctor Vanderbilt typically makes his entrance with a fake prescription pad, giving peo- 
ple insulting medication prescriptions en route to the ring. His finisher is “The Over- 
dose” (Lungblower into Sleeper Hold). 


My Trashy Neighbor always comes to the ring apparently under the influence of some- 
thing. A very successful heel, he’s constantly aggrieved by the unfair treatment given 
to him by referees before sneaking in his cutter finisher “Free Country”. 


Dale Wallace plays the part of a local mud-bogger, coming to the ring decked out in a 
fire suit and southern-rock tunes. His dirt-simple character makes him easy to cheer 
for. He nods to his legit NASCAR fandom with his Stunner finisher “Checkered Flag.” 


Carol, Mother of Three is a mommy-blogger suburbanite who will not hesitate to speak 
with the manager. Carol’s insistence that everyone else follows the rules makes her a 
reliable heat magnet. Her finisher is a modified Figure-Four Headscissor, the “Lotus 
Position”. 

Chop Shop Charlie plays off of the particular issue of predatory car mechanics in the 
Kanawha Valley. He can always find something wrong with a person’s vehicle, even if 
nothing was wrong beforehand, and demands payment up front. When contested, he'll 
collect payment after his “customer” submits to some “Body Work” (a Boston Crab). 


Freak Nasty get cheers in some places and jeers in others for his over-the-top mic work. 
Either way, the Freaky One’s ability to work a crowd is uncanny, making up for his ama- 
teurish-at-best ring work. When he has the crowd on his side he finishes off his oppo- 
nents with the “Mic Drop” (a Leg Drop Bulldog), but when they’re booing he pulls out 
the “Drive-By” (a Running Curb Stomp) instead. 


Kelley Curie comes to the ring billed as a valedictorian, Mensa member, and purveyor 
of the finer things in life. Kelley lords her education over other competitors and the 
audience, making her hated by just about everyone. To prove how much smarter she is 
than her opponents she gives them the “Final Exam” (a Fall-Forward Full Nelson Slam). 


CUSTOM MOVE 

KPW holds four big seasonal events, each in a different region of the state. You can’t 
count on the crowd remembering what happened in the last one (if they even saw it), 
so you have to establish your storyline, work it up, and blow it off in the few hours you 
have their attention. 


When your Episode is one of the Big Four events, all wrestlers have the following: 


Shotgun the Feud: Whenever you use your Role Move to gain +1 Heat with an 
opponent, gain +2 Heat instead. 


> When you gain +1 Audience for working a match with someone you have +4 Heat 
with, that’s the last match in that angle. 

xÆ Once you finish an angle in this manner, you no longer get the Heat bonus from 
this Move (you still gain +1 Heat with your Role Move as normal). 
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WORLD WIDE WRESTLING 


World Wide Wrestling is a regional touring 
company that makes towns throughout 
the Midwest, with forays into southern 
Canada. It was created when an ex-pro- 
moter from the Southern territories 
bought into anew company in Great Lakes 
region, bringing booking know-how and personal connections with veteran wrestlers 
with him. The founder, a lifelong wrestling fan looking to create something new, built 
the business side to keep pace with the creative side. It’s been slow going, but the last 
year or so has seen a lot of new fans coming to the small arenas and local university 
sports centers that form most of World Wide Wrestling’s circuit. 





The Promotion 





The philosophy of giving the fans what they want while also allowing the wrestlers 
room to grow and develop has brought success so far. However, reaching this audience 
cost a lot of money, and the old-school booking philosophy is ever harder to maintain 
in the social media era. World Wide Wrestling tries to live up to its name by bringing in 
talent from across the globe to showcase a diversity of wrestling styles, but this effort 
also causes a lot of financial and booking headaches. 


CHAMPIONSHIPS 
Pan-Oceanic World Wide Wrestling Championship: The POW Champion- 
ship is the big prize. It is currently held by Doctor Moreau, a big get from the 
world of Lucha Libre and recent addition to the top of the card. 


Grand Athletic Sports Pro Championship: Often held by more technical 
wrestlers, the GASP Title it is currently around the waist of Joey Crak, a pop- 
ular mainstay of the roster. 


World Wide Wrestling Tag Team Championship: The tandem title has only 
recently been created and is awaiting a worthy team to anoint as inaugural 
Champions. 


The Journeyman’s Cup: This elaborate trophy is awarded in an annual tour- 
nament to a promising young wrestler. In addition to the accolade, it also 
entitles the winner to a title match of their choosing at any point before the 
next tournament begins. 


CHARACTERS 

Tricia “Tina Tahini” Terzy is the founder of World Wide Wrestling, funding it out of div- 
idends from her career as a savvy financial manager for a large hedge fund. Once the 
promotion got off the ground, she decided to go all-in on the venture. This changed her 
lifestyle for the better, but did cut off the easy money; now the company has to succeed. 
While more and more of her time is taken up with planning and logistics, her occasional 
on-screen backstage reporter character Tina Tahini is a familiar face to long-time World 
Wide Wrestling fans. 


Doctor Moreau is the current POW Champion. A mysterious masked luchador who’s 
always one step ahead, he defeats his opponents by slipping a mask of his own design 
over their heads. These masks have a suite of powers, including controlling thoughts, 
changing personalities, or compelling the victim into his “laboratory” for future exper- 
imentation. This rudo has yet to lose a match since gaining his title. 
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Joey Crak is the current GASP Champion. A hardcore favorite from Philadelphia, Joey 
blends hyperviolence with technical acumen to make himself one of the most for- 
midable, and versatile, wrestlers in the company. He’s been around almost since the 
beginning, he can work with anyone, he always pops the crowd, and his loyalty is often 
rewarded with favorable bookings. 


Professor Atomo, the Dean of Wrestling Science, is the head booker of World Wide 
Wrestling as well as a semi-active wrestler. In the ring, he usually acts as a gatekeeper 
to up-and-comers, presenting their final obstacle before they can get to a big belt or 
their real enemy. Firmly entrenched in his territory era booking approach, he does 
his best to keep the stories centered on personal grudges while spicing things up with 
high-flying and more modern gimmicks to pop the live crowd. He tries to keep an open 
mind, but many modern conventions of the social-media era make him uncomfortable. 


C. Colton Craig is the “Co-Owner and General Manager” of World Wide Wrestling. Orig- 
inally a stage actor, he was hired primarily on his good looks and the air of authority he 
exudes on the screen. Once he smartened up to the business, he brought in new ideas 
from the theatrical world for how to make things look good—most of which paid off. 
Now, in addition to his on-screen role he’s also the lead producer of the show, in charge 
of how everything looks and sounds to the crowd. Any big production decision, like a 
new entrance or filming in a difficult location, has to go through him. 


“Brawny” James Dio is the ring announcer and in-ring interviewer, the voice of World 
Wide Wrestling. A retired wrestler, the Man from the Silver Mountain is in as good as 
shape as ever, his bald head and signature goatee hearkening back to his glory days in 
the squared circle. He’s happy to pull a paycheck without having to take the bumps, 
though the travel schedule is starting to get to him. 


CUSTOM MOVE 
World Wide Wrestling is working to broaden its audience by bringing in as diverse a set 
of stars as possible. Use this Move anytime a player is planning to play a wrestler for 
only one Episode in a Season, whether they are a drop-in guest, someone just trying 
out the game, or if it’s their Episode “off” from their usual wrestler while that character 
is getting repackaged. 
One Night Only: You’re here to pop the crowd and, hopefully, turn some of your 
current fans into World Wide Wrestling viewers. 
mẹ Gain +1 Audience at the top of the Episode (after the Over Move is made if 
anyone is in the Top Spot). 
m During the Episode, if you gain Audience or someone else gains Audience 
due to a match or segment they have with you, all players gain +1 Momen- 
tum. 


mẹ |f you would gain an Advance (for any reason), you can give that Advance 
to another player who you think deserves it. When you do so, describe how 
you give their wrestler the rub, on or off camera, in a way that will bring your 
fan’s attention to them. 
« If you return for a subsequent Episode, this Move no longer applies. Reset your 
Audience at the top of the Episode. 
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NATIONAL PROMOTIONS 


BADLANDS WRESTLING 





Badlands Wrestling was formed in the 
‘70s by Jonathan Tanner in Columbus, 


by Technical Difficulties 
Gaming Podcast & The 
Ohio. After a quick rise and expansion into Roleplaying Exchange 


nearby states, Jonathan was content to 
rest on his laurels. Created with a heavy 
reliance on kayfabe and flair, eventually 
Badlands shriveled to a shadow of its for- 





mer glory. The fanbase and sales were way 
down, just enough to keep the company afloat. However, after suffering a fatal heart 
attack during a pay-per-view, ownership passed to his son, Cedric. 


A wrestling fan troubled by the fading of his father’s promotion, Cedric has vowed to 
grow Badlands into a top flight company. Kicking things off with a realignment of the 
roster and a long-term plan to crown a Champion for the new era, Cedric went on a hir- 
ing boom, sniping talent from nearby promotions. Now with a roster that’s (to his own 
admission) overstuffed with talent, Cedric relies on his main-eventers Ozeki, Baron 
Basarab, and Reefer Sutherland to shepherd Badlands Wrestling into the future. 


CHAMPIONSHIPS 
BOB (Baddest of Badlands) Championship: The main event Championship 
is the “World Heavyweight Championship” of the Badlands. Vacated after the 
passing of Jonathan Tanner, it will be awarded to the first wrestler who can 
show that they are the Baddest. 


BLAST (Bravery. Loyalty. Accomplishment. Stoic. Tenacity.) Open Weight 
Championship: Equivalent to an Intercontinental or National Championship 
in other promotions, the Open Weight conceit means that it often anchors 
bouts between wrestlers with varying experience and wrestling style. 


CHARACTER: 

Cedric Tanner is the owner of Badland Wrestling. After his father Jonathan Tanner suf- 
fered a fatal heart attack during the “One for All” pay-per-view, Cedric took the reigns 
of Badlands. He’s turned the failing promotion around with the aid of the company vets 
Ozeki, Reefer and Basarab. He generally stays behind the scenes but if push comes 
to shove, Cedric is not afraid to walk down to the ring and deliver a strong handed 
reminder who actually rules the Badlands. 


Ozeki is the current holder of the BLAST Championship. A former Ozeki in the Sumo 
Wrestling Federation, he got as far as he could, but could never defeat the current Yoko- 
zuna. Seeing a chance for a new career, Ozeki retired from the SWF, flew to the US, and 
joined up with Badlands Wrestling. In a promotion that’s all kayfabe, his persona as a 
shoot fighter allows him to be himself, just heightened. With one belt already to his 
name, Ozeki wants to continue his momentum and get the BOB Championship. 

The vampiric Baron Basarab hails from an undisclosed region of Romania. Nearly 7 feet 
tall, the Master of the Night is the top villain of Badland Wrestling. He easily handles 
most competition with his tremendous size and strength. Those he deems worthy get 
added to his dark entourage, The Barony. 
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Reefer Sutherland is a washed up former football player whose substance abuse prob- 
lems led to several career changes before finally landing in Badlands Wrestling. Stand- 
ing at 6'4”, Reefer’s natural athletic ability and self-destructive tendencies make him 
a dangerous and unpredictable opponent in the ring. While Reefer’s downward spiral 
with substance abuse became a key part of his kayfabe persona, behind the scenes he 
still struggles to keep it together for his family. 


Ronin Azteca is the daughter of the internationally renowned Samurai Azteca. Origi- 
nally hailed as Samurai Azteca Jr., she was always concerned about the perception that 
she only got bookings out of nepotism. After a chance meeting with Ozeki, a friend 
of her fathers, she traveled to America to perform with Badlands. Training with Ozeki 
and even serving as his tag-team partner as needed, Ronin is absorbing all she can to 
become the best wrestler possible. 


Owen ‘The Zone’ Hibbert is one of the many new wrestlers in Badlands recently 
expanded roster. With a lot of talent but little experience, he was assigned a gimmick 
by Cedric based on his musical talent with the electric guitar. Branded as a wannabe 
rock star, Owen struggles to impress in such a basic persona. He just wants to prove his 
worth, but this act doesn’t seem like the right fit. 


Carmilla is the first member of The Barony. She serves as Basarab’s equally vampiric 
right hand, often accompanying him to the ring and providing the necessary props to 
“turn” other wrestlers to the darkness. A natural athlete, her duties belie her outstand- 
ing abilities inside the ring, making her a quickly growing fan favorite. 


Tor Baldr is, at first glance, an over-weight drunkard. Who would ever take him seri- 
ously? But when he marches down to the ring the gates to hell open. He doesn’t so 
much “wrestle” as bash and destroy everything and everyone in his path. His own life 
means little to him so long as the crowd is entertained by the blood flowing hot, from 
him or from his victims. 


CUSTOM MOVE 

One of Badlands Wrestling’s keys to growth has been crossovers: traveling to other pro- 
motions in the nearby regions to expand both fanbases. Having nearly folded due to 
stagnation and mismanagement, the wrestlers of Badlands are quick to notice under- 
performing spots and promos that could use a little extra heat. Using their combined 
know-how, the Badlands roster is used to calling emergency meetings in the van or 
behind the curtain to determine how to save the moment. 


Blazing A New Trail: When you go off script in order to charge up the match, 
shocking the audience and your opponent, roll +Heat instead of +Audience for the 
BREAK KAYFABE Move. 


* Add the following to the 7-9 choices: 
i Gain +1 Heat with your opponent. 

* Ona Botch: as BREAK KAYFABE, but all 4 instead of all 3. The character you lose -1 
Heat with can’t be the opponent you gain +1 Heat with. 





BADLANDS WRESTLING æ PAGE 205 


—j 
T 
m 
J 
7J 
(©) 
x 
O 
= 
©) 
Z 
(72) 





“THE BATTLE” BATTLE OF THE BRANDS 


An enduring wrestling franchise runs on 
one essential fuel: money. Though ticket 
sales and pay-per-view events help, the 
third rail to earning heaps of cash is cor- 
porate sponsorship. While some purists 
cringe, The Battle and its founders fully 
embrace corporate sponsorship as a way of life. Started as a series of one-night-only 
regional charity events, a willingness to do whatever sponsors want mixed with sharp 
social media synergy launched “The Battle” into prominence on the national wrestling 
scene. With a focus on live streaming of matches, The Battle plays venues of all shapes 
and sizes— especially if a sponsor is paying for it. 





by Tony Vasinda 





Because of the key role sponsorship plays in The Battle, there’s lots of money to throw 
around on huge branded spectacles, custom one-off costumes and props, and nontra- 
ditional competitions that all come with guaranteed social media traction. That said, 
not every sponsorship is a good fit. Many wrestlers start out saddled with a brand that 
makes no sense until they can prove themselves on the mat and in the balance sheet. 
Sponsors often place undue influence on the creative team, but most fans consider 
this part of fun. 


CHAMPIONSHIPS 
Corporate American Supreme Holdout Championship: The main event 
CASH title has been held for two years by Leana “The Shill” McNeil, currently 
sponsored by Dragon Blood Energy Drink. 


Great Retail Annihilation Battle Championship: The GRAB title rewards the 
mat-based grapplers of the promotion. Currently held by O.M.Gerkin who is 
sponsored by Providence Pickles & Preserves. 


Synergy Tag Team Championship: It’s not just about your brand, but about 
how it synergizes with your corporate partners. High-energy tag team title 
matches are a highlight of each Battle of Brands event. 


Sponsor Spotlight: There is always at least one nonwrestling competition 
per event. This could be Best Battle Beard (sponsor: Plus One Balms), the 
Frankfurter Feud (sponsor: Cat’n’Da’Bag Hot Dogs), or the Devastating Dia- 
per Duel (sponsor: Lil Devil’s Wet Wipes). These competitions are excellent 
opportunities for wrestlers to get screen time without taking big bumps. 


CHARACTERS 

Joe Corporate is the creator of Battle of the Brands. Son of John Corporate, Joe never 
developed his father’s skills or stature in the ring, but mastered the business side of the 
squared circle. Joe originally launched The Battle to help cover the cost of injured wres- 
tlers’ medical bills, but as the promotion has taken off, the almighty dollar has become 
his number one focus. Joe makes active on-screen appearances at every event. 


Professor Alchemy is the head trainer of Battle of the Brands, and is known to often 
step into the squared circle with a promising newcomer to test their mettle. In the ring 
he achieves near-supernatural reaction time with a set of “potions” that give him var- 
ious powers. His training regimes always include a heavy use of his patented Body by 
Alchemy nutritional supplements. 
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Never seen out of his blood red tuxedo, Bart “Encyclopedia” Brown is the voice of Battle 
of the Brands. With an unparalleled knowledge of both wrestling and the sponsors, Bart 
weaves natural product placement into crackling commentary on the ring action. Many 
sponsors have even adopted his swift ad-libs into nationwide campaigns. 


Christine “Crshr” Cho is the real secret to the success of Battle of The Brands. Start- 
ing out as a popular pro wrestling influencer and vlogger, her scathing commentaries 
started to influence what was happening on the mat, making or breaking fan’s opinions 
of wrestlers. Christine was Joe’s first hire, and manages The Battle’s social media empire 
as well as appearing on-screen with her “crushing” commentaries. 


Leana “The Shill” McNeil is the current CASH Champion after beating out a bevy of 
heavier and stronger wrestlers through aerial and acrobatic skill. The Shill has never 
met a brand she wouldn’t plug, which has allowed her to dominate the field in Battle of 
the Brands for the last two years. 


O.M.Gerkin is the current GRAB Champion. With a strong mastery of the fundamentals 
O.M.Gerkin has developed three distinct styles of wrestling that he calls Sweet, Dill, and 
Spicy. His ability to seamlessly slip between styles has made him a challenging oppo- 
nent much loved by his parent company Providence Pickles & Preserves. 


CUSTOM MOVE 

The Battle is what it is without shame. Sponsors have slapped their names and logos on 
the walls, chairs, trashcans, and even the wrestlers. Creative should work with players 
to figure out which company is sponsoring them, or at least considering it. 


Brought to You by Our Sponsors: If your sponsor loves you, they’ll pay the crowd 
to cheer for your matches. When you have your first match of the night, choose a 
Stat based on your sponsor’s business: 
mẹ Roll +Body if your sponsor is in the food, gym, nutrition or sport business. 
mẹ Roll +Look if your sponsor is in the lifestyle, apparel or media business. 
mẹ Roll +Real if you and your sponsor have a backroom deal or personal rela- 
tionship. 
iit Roll +Work if your sponsor is in the wrestling business. 
æ Ona 10+: your sponsor went big! Gain +1 Momentum, and you pick 1: 
xÆ Ona7-9: your sponsor hedged their bet. Creative picks 1: 
mẹ [It’s Swag Giveaway Night! Gain +1 Audience. If you would gain Audience 
from having +4 in this match, skip it—the crowd already loves you. 
mẹ Custom Prop! You can use your sponsor’s prop as a weapon in this match 
without getting DQed. The first time you use it, gain +1 Heat with your oppo- 
nent (or whoever you use it on). 
mẹ Extra Mic Time! You get extra time on the stick while the crowd is cheering. 
Bump your next CuT A PRomo result up by one band (from a Botch to a 7-9, 
or a 7-9 to 10+). 
iit Bespoke Feat Production: Your sponsor stages an elaborate setting to show- 
case your prowess. Bump your next ATHLETIC FEAT result up by one band 
(from a Botch to a 7-9, or a 7-9 to 10+). 
* On a Botch: they wasted their money on bad brand synergy. Gain +1 Heat with 
someone who introduced you to them or liasoned with them on your behalf, and 
they withdraw their sponsorship from you for future shows. 
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INTERNATIONAL PROMOTIONS 


INVASION WRESTLING ALLIANCE 








The Invasion Wrestling Alliance is a loose 
organization of wrestlers that preys on 
bigger promotions to attract notoriety and 
publicity. Founded by three workers who 
left their promotion due to creative differ- 
ences, the IWA never formally incorpo- 
rated or found a physical home. Their innovation was to grow an audience with social 
media promos and live-streamed run-ins into established promotions to interrupt 
matches and steal titles. Nothing succeeds like success, and IWA now runs on a series 
of one-off deals to exchange talent with other companies. 


by Timothy Bonesteel 





The IWA audience loves the chaos, often fantasy booking the wrestlers that could show 
up at any time. Wrestlers see how they can make a name for themselves, sometimes 
at the expense of established promotions. Other promotions view IWA as a parasite, 
surviving on the hard work of others—but as long as IWA is able to get their hashtag 
trending, they’re a devil that a lot of promoters are willing to deal with. 


The IWA is suited to both one-shot Episodes, and as the Rival Promotion for your pri- 
mary Promotion Invasion Angles (p. 138). 


CHAMPIONSHIPS 

There are only two Championships officially given by the IWA, since they rely on steal- 
ing belts from other promotions through fair matches or physical theft. Wrestlers often 
end up holding multiple titles “liberated” from an array of other companies. 


IWA Ultimate Championship: The IWAUC is held by the “Midnight Angel” 
Brian Gracey, one of the founding members of the IWA. 


IWA Tag Team Championship: Currently held by the international duo of Der 
Tanzmorder and El Reptil, the other two founding members of the IWA. 


CHARACTERS 

Ichabod Brown-Schlitz is the head promoter/booker for IWA and social media guru. 
Originally just a fan of the three founding members, the success of his fan-made wres- 
tling website selling unauthorized merchandise got him the job. He is a genius at get- 
ting the most out of very little, but is often unwilling to change his vision to appease 
people. His irritating manner with other promoters and knack of popping up when least 
wanted has led his detractors to refer to him by his initials, IBS, much to his disdain. 


“Midnight Angel” Brian Gracey is a co-founder of IAW and holds the IWA Ultimate 
Championship. With his flowing golden hair, The Midnight Angel finished off plenty of 
opponents with his “Fall from Grace,” but it was never “the right time” for a run at the 
top. Seeing he was never going to get the push he deserved, he formed the IWA with 
his friends instead. Besides the IWAUC, which he has held since the beginning, he has 
won and lost belts from dozens of other promotions. 
El Reptil is a co-founder of IAW and half of the IWA Tag Team Champions. From parts 
unknown in Mexico, El Reptil is a high-flying wonder to behold, but his mic skills have 
always held him back. It wasn’t until teaming with Der Tanzmorder and adopting his 
signature demon-lizard mask that he finally found some success with the audience. 
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Der Tanzmorder is the final co-founder and other half of the IWA Tag Team Champions. 
This German powerhouse grew up doing small wrestling events across Europe. Percep- 
tions changed when, through a series of unusual events, he was booked against El Rep- 
til and their in-ring chemistry made something special. Focusing on technical wrestling, 
Der Tanzmorder wears you down before making you submit. 


Ronald “White Lightning” Spade is the main cameraman and part-time IWA announcer. 
A former Mississippi wrestler and friend of Brian Gracey, Ronald got his start with the 
company livestreaming IWA invasion run-ins from his smartphone. His live commen- 
tary and catch phrase, “He’ll feel that one tomorrow!” got him over with the comments 
sections and prompted Ichabod to (grudgingly) start cutting him a paycheck. Now 
invading other promotions behind his trusty GoPro, it is not uncommon for Ronald to 
lend IWA wrestlers a hand when they appear to be on the losing end of things. 


CUSTOM MOVE 

The IAW has built its reputation on high-profile interference in other promotions, 
always leaving fans wondering exactly how real the interruptions are. Sometimes these 
run-ins turn into angles, and sometimes there’s outside-the-ring consequences. 


Crash The Party: When you make a sudden appearance in another company, make 
the RUN-IN Move, but roll +Real instead of +Heat. If you are in an Invasion Angle 
and already have +Heat with your target, roll on whichever is higher. 
* Add the following to the 7-9 choices: 
mẹ You steal their Championship Title (or other physical accolade, like a trophy 
or briefcase), claiming it for the IAW. 
* Ona Botch: as the Run-IN Botch, and in addition Creative must make a Hard 
Move reflecting your status as a legit interloper. 


THE LEAGUE OF PRESTIGE 


The League of Prestige is an elite under- by Mike Weinand, Jim 
ground circuit drawing fighters and fans Fortsas, and Rob Hughes 
from across the globe, hosting events in 
fantastic and outrageous venues world- 
wide. The mysterious origin of this shad- 
owy operation is obscured by the fog of 
history, but it is rumored to date back cen- 
turies—or even millennia. The modern incarnation is run by the wealthy, well-con- 
nected Chairman to provide fans with an escape into a world of exotic matches sat- 
urated in myth, pomp, and ceremony. Elite wrestlers from all continents compete in 
fantastic locales for extraordinary titles, legendary artifacts, and exorbitant cash prizes. 
Previously only accessible to well-to-do and highly connected, the League has become 
increasingly known to the wider world. Fans are begging, borrowing and even stealing 
their way into League events. This attention potentially threatens the secrecy and oper- 
ations of the League, as it ostensibly operates without government sanction. 











Is the League truly a mythical tournament dating back to foundations of civilization? 
Are the owners truly a shadowy cabal manipulating the League for world-spanning 
machinations? Are the unique and priceless artifacts and prizes the real thing or fanci- 
ful props? How did that greasy haired guy in the heavy metal t-shirt make it to a show 
hosted in a haunted alpine castle? No one really knows, but they love the spectacle! 


THE LEAGUE OF PRESTIGE æ PAGE 209 


—j 
T 
m 
J 
7J 
(©) 
x 
O 
= 
©) 
Z 
(72) 





CHAMPIONSHIPS 


The League of Prestige offers many enticing prizes, but the four most coveted are: 


The Belt of Hercules: The Supreme Champion can only be challenged by a 
wrestler holding one of the three other Championships. Challengers give up 
their current title to challenge the Supreme Champion, win or lose. 


The Helm of Achilles: This Greek hero’s helm adorns the top men’s contender. 


The Swordbelt of Athena: This wearer of this belt is the top women’s con- 
tender. It comes with the sword and scabbard of Joan of Arc (and perhaps, 
through her, Athena herself). 


The Wolfpelts of Romulus and Remus: The tandem in these pelts are the dom- 
inant duo of the League. If either pelt-wearer wishes the Belt of Hercules, they 
must first fight their partner for the right to challenge the Supreme Champion. 


CHARACTERS 

Not much is known about the shadowy Chairman. Some say he was once a wrestler of 
great repute. Some say he is a descendant of the winner of the first Olympic games. 
Some say he is an evil mastermind using the League to advance his own devious plans. 
No one knows for sure, which is exactly the way he likes it. 


The impeccably-dressed Representative bears the League’s invitations to competitors 
and fans alike. Notoriously hard to place, people find the Representative impossible to 
describe. Do they appears differently to each person? Or are they legion? 


Mr. Mercury is the League of Prestige’s cherished color commentator and master of 
ceremonies. A vocal and flamboyant individual, his energy, enthusiasm, and gift for alle- 
gory make every match shine like the main card title bout. Known to outshine weaker 
personalities in the ring, some wrestlers harbor open grudges against the “Quicksilver 
Quibber.” 


The thin unassuming “Smiling” Lou is one of the League’s most treasured refs, known 
for his deadpan expression, official monk’s robes and methodical match officiating. Lou 
is renowned for standing immobile against any accidental hit, as well as his explosive 
ability to forcibly eject dishonorable competitors from the ring. 


CUSTOM MOVE 

Your name is thought to be simply legend. But, in fact, you are real. Or...you aren't. 
The audience can’t decide. One thing is certain: once you reveal your true identity, you 
join the legacy of the League of Prestige. THE MYTH, THE LEGEND becomes available to 
all players once Mythic Moments (p. 130) are unlocked with a Promotion Advance. 


The Myth, The Legend: Each player can use this Move once per Season, either 
when debuting a legendary persona or when they reveal that they have been in 
disguise all along. 
xÆ Frame a vignette establishing a mythic backstory for your revealed persona. 
When you reveal yourself, gain +1 Audience. Then, make the Over Move. 
mẹ You have as much Momentum to spend on the Over Move as your new 
Audience score gives you at the beginning of an Episode. 
mẹ |fthis brings you to the Top Spot, you do not bump anyone already there out 
of it (and you have 3 Momentum to spend on the Over Move as normal). 
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THE GIMMICKS 





RULES REFERENCE 


Your Gimmick is your choice of general wrestler archetype for your World Wide Wres- 
tling character. For printable Gimmick sheets, visit ndpdesign.com/wwwrpg. These 
sheets will be updated with errata over time, so if you notice any inconsistencies with 
what’s printed here, go with the sheets. For all the details on making your wrestler, see 


Chapter Four: Making the Roster (p. 43). 


All Gimmicks share the following: 


THE BASICS 


Hailing From: Pick a thematic origin place 
or decide on your own. 


Entrance: Pick a thematic style of entrance 
or decide on your own. 


Name & Look: Come up with a perfor- 
mance name and decide on your wrestler’s 
general look. 


STATS 
Body: Your physical strength, condition- 
ing, and athletic ability. 


Look: Your charisma, “it” factor and ability 
to inhabit your character and get the fans 
interested in your story. 


Real: Your ability to “break the fourth wall” 
and blend legit issues with your storyline 
conflicts. 


Work: Your ability to tell a story in the ring, 
execute complex maneuvers, and make 
others look good. 


Stats range from -3 to +2. Each Gimmick 
has a starting statline with a choice for cus- 
tomization. Stats are usually added to die 
rolls when you make Moves. 


WANT 

Pick a Want from the list. 

When you have a match where you get 
what you Want, you gain an Advance. 

You can change Want at any time. There’s 
no penalty for doing so, but you don’t get 
anything for it either. 


HEAT 


Write down each other wrestler’s name. 


On your turn, ask one of the four ques- 
tions per other player. When answered, 
gain +1 Heat with their wrestler. 


Whenever you work a match with a char- 
acter you have +4 Heat with, gain +1 Audi- 
ence. 


If you end an Episode without crossing 
paths with a wrestler, lose -1 Heat with 
them. 


ROLE 

Pick your starting Role. You can use the 
Move of the same name. Gain +1 Heat 
with everyone who’s the opposite Role. 


X Babyface—You’re a good guy. 
xÆ Heel—You’re a bad guy. 


When you deliberately break your role, 
you turn to the opposite. Gain +1 Heat 
with everyone now opposed to you. 


You can gain an Advanced Role or take 
Lucha Libre Roles via Advances. When 
you take an Advanced Role, you add that 
Advanced Role Option to your Role Move. 


x 


Celebrity—You’ve gained fame out- 


side the ring. 

Æx Icon—You embody your style of 
wrestling. 

x Legend—The audience will never 
forget you. 


Lucha Libre Roles replace Babyface and 
Heel with Técnico and Rudo. 
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THE MOVES 


All Gimmicks have a FINISHING Move (or equivalent). Some Gimmicks have another 
automatic Move. Pick one or two of the remaining Moves, per your sheet. 


STAT BOOSTING MOVES 


When you want to gain Stats with Advances, you need to take a stat boosting Move. 
Here is a list of those Moves and the Gimmicks they come from. Use the description of 
the Move to guide your choice of which one best fits your wrestler. 


TO GAIN +1 BODY 
HIGH PAIN TOLERANCE (The Hardcore)—You 
can take it. 


You Know IT’s FAKE, RIGHT? (The Fighter)— 
In addition to +1 Body, whenever you 
make a Move that involves physically 
dominating your opponent, you can roll 
+Body instead of the usual stat. 


Propicious Sıze (The Monster)—You’re 
just plain enormous! 


TO GAIN +1 REAL 

MARTIAL ARTS TRAINING (The Fighter)—You 
can use your real skills, when you want to. 
BRAIN FOR THE BUSINESS (The Manager)— 
You’re a student of the game and you 
know how to get the reactions you want. 
FORMER AMATEUR CHAMPION (The Techni- 
cian)—You hold legit amateur wrestling 
accolades. 

Ham-N-EaGER (The Jobber)—Part of your 
appeal is how ordinary you are. 


AUDIENCE 


TO GAIN +1 LOOK 

NEVER UNPREPARED (The Manager)—You 
always have a plan, and everyone knows it. 
PICTURE PERFECT (The Anointed)—You were 
born to do this. 

FUNNY Is Money (The Clown)—In addition 
to +1 Look, you can still Work THE AupI- 
ENCE even if you’ve Botched that Move 
earlier in this Episode. 

WHAT A WEIRDO (The Hardcore)—You have 
sideshow charisma! 

EL Hijo DE... (The Luchador)—You inherited 
your mask from another popular luchador. 


TO GAIN +1 WORK 

AMAZING ATHLETICISM (The Luchador)—You 
make jaws drop with your astounding moves! 
SURPRISING AGILITY (The Monster)—You’re 
light on your feet and capable of more 
than people think! 

TECHNICAL EXPERT (The Technician)—You’re a 
student of the sport, and you’ve learned well. 


Each Gimmick starts the game with an Audience score, noted on your sheet as “You 
start and reset to Audience (score).” In a Season of play you'll reset to that starting Audi- 
ence score as well. Audience ranges from 0 to +4, and then tops out with the Top Spot. 


Top Spot: You are the hottest wrestler in the promotion. Gain an Advance when you 
hit the Top Spot. Anyone you knock out of the Top Spot resets their Audience. When 
you're in the Top Spot at the beginning of an Episode, make the Over Move. 


Audience +4: You’re who they came to see. Start each episode with 2 Momentum. 
Audience +3: You’re hot! Start each episode with 2 Momentum. 

Audience +2: You matter. Start the episode with 1 Momentum. 

Audience +1: You’re present. Start the episode with 1 Momentum. 


Audience 0: You’re on the way out. Gain an Advance the first time you hit 0 Audience in 
an Episode. If you have 0 Audience at the end of an Episode, you are fired! If you wish to 
continue playing you should make a new wrestler or talk to Creative about taking over 
an existing NPW as your new character. 
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THE TOP SPOT 

When you have +4 Audience and you gain another Audience, you take the Top Spot, 
knocking out anyone already in it. They reset their Audience. There can only be one 
wrestler in the Top Spot at a time (unless more than one wrestler attains it simultane- 
ously, see p. 53). When you're in the Top Spot at the beginning of an Episode, you 
make the Over Move. 


ADVANCEMENT 


Some Gimmicks have modified advancement options. Treat the Advancement informa- 
tion for the Gimmick as superseding this list if they conflict. 


GAIN AN ADVANCE WHEN: 
* Your Audience falls to 0 the first time in an Episode. 
æ You take the Top Spot. 
Æ You satisfy your Want (and pick a new one). 
* You fulfill your Gimmicks fourth unique condition. 


SPEND AN ADVANCE TO: 


Choose whether or not to erase an Injury check every time you spend an Advance. 


Gain +1 Audience. 

(2x) Pick another Move (from this Gimmick or any other, including a Move that 
increases a Stat). 

Create a custom Move for this wrestler (p. 142). 

Gain a NPW Manager, Valet or Enforcer. 

Form a Dedicated Tag Team (p. 78). 


D ONCE YOU'VE PICKED 3 OF THOSE: 

Æ Transcend. Take an Advanced Role Option, or Lucha Libre Roles. 

* Create a new wrestler to play (instead of, or alongside, this one). They debut in 
> 
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the next Episode. 
Repackage. Pick an NPW to play for the next Episode. Then return this wrestler 
with a new Gimmick (per your sheet). Erase all Injury checks. 

* Retire this wrestler from the business. You can make a new one or take over an 
NPW to continue playing. 


THE REST 
INJURY 


When your wrestler takes an injury, check an Injury box. As long as you have at least 
one Injury box checked, your Gimmick’s Injury rules apply. 

Whenever you spend an Advance, you can choose to erase an Injury check in addition 
to gaining the effect of your purchase. 


MOMENTUM 
Start each Episode with Momentum per your starting Audience, or the effect of the 
Over Move if you are in the Top Spot. 


Whenever you make a roll, you can spend any amount of Momentum to add that 
amount as a bonus to your roll. 


You lose all unspent Momentum at the end of each Episode. 
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THE ACE 


You are the top star of your division, the face of the company. Consistently either hold- 
ing the title or in contention for it, you’re under constant pressure to represent your 
promotion and take it to new heights. You also have the biggest target on your back for 
those who envy your spot. 





YOU START AND RESET TO AUDIENCE +2 


HAILING FROM ENTRANCE 
*« Tokyo, Japan Æ Licensed Tie-In 
Æ Kagoshima Prefecture, Japan Æx High Tempo & Exciting 
Æ Venice Beach, California Æ High-Concept & Production-Filled 
Æ Elsewhere: Æ Something Else: 
STATS 


You start with: Body -1, Look +1, Real +1, Work -1 


Then add +1 to one stat of your choice, and subtract -1 
from another. 


HEAT QUESTIONS 








Adulation of the Crowd! 
A Record-Breaking Title Run! 


Æx Who trained with me in the dojo? 

* Who cares about this company even 
more than me? 

* Who do I have amazing chemistry with 
in the ring? 

* Who is trying to steal my spotlight? 

WANTS 

Æx A New Championship Title! 

xÆ Join a Group! 

Æ Revenge! 

* Domination! 

* 

* 


YOUR MOVES 
«f Finishing Move: When you’re BOOKED to win a 
match, roll 2d6. 
* On a 10+: you hit your Finisher clean. Choose 
whether you or your opponent gains +1 Audience. 
xÆ Ona 7-9: you need to hit your Finisher twice, 
choose one: it makes you both look 
strong (gain +1 Heat with each other) or 
they almost had you (they gain +1 Audi- 
ence). 
Æ Ona Botch: choose whether you rush through the mess to get the 
win (lose -1 Audience) or you let them counter you to save the moment, BOOK- 
ING them to win the match. 
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~Y Carry The Company: You are the designated face of the promotion. When a title 
match is announced, roll +Real. 
XÆ Ona 10+: pick 2: 
X Ona7-9: pick 1: 
mẹ Place yourself into or out of the match (the title remains on the line). 
mẹ BOOK the finish of the match. 
mẹ Replace the title with a different stake for the match. 
mè Add an additional stipulation. 
* Ona Botch: Management doubts your judgment this time. Your opponent 
picks one from the list to their own advantage. 


AND PICK ONE 
(J Fighting Spirit: Once per match, when your opponent clearly has the upper 
hand and presses the attack, narrate how you ignore the pain and take con- 
trol of the match. This works as the INTERRUPT Move, without needing to 
spend Momentum. If you have higher +Body than your opponent, also gain +1 
Momentum. 
[J Amazing Entrance: A lot of money is spent on this. Roll +Audience when you 
make your first full entrance in an Episode. 
xÆ Ona 10+: gain +1 Heat with your opponent, plus the 7-9 result. 
Æ ona 7-9: gain the Momentum you start each Episode with 
(+3 if you are in the Top Spot). 
Æ On a Botch: lose -1 Audience due to an embarrassing IN 
technical problem. N \) 9) 
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[J Strong Style: When you work stiff without intent “aw //)))))\\ N) N; 
to injure, roll +Real for the WRESTLING Move. If A (T i) y 
you hit on a 10+ without spending Momentum, WYN 
gain an extra +1 Momentum. If you Botch, you 
injure them anyway. 


INJURY O) 7 


When you get injured, check an Injury box. While 
injured, you can opt out of any match, except title 
matches. You and your opponent both start a title 
match with +1 Momentum. 


ADVANCEMENT 
In addition to the three standard triggers, gain an 
Advance when: 


ane 


Æx You drop a Championship to a worthy con- 
tender. 


The Ace has the standard Advancement options. 
When you repackage, you can return as the Lumi- 
nary, Manager or Veteran. 


THE ACE * PAGE 215 





THE ANOINTED 


You’re the next big thing, whether the audience, and the other wrestlers, admit it or 
not. Someone backstage is putting all of their weight behind you. You just have to hold 
up your end in the ring. 





YOU START AND RESET TO AUDIENCE +1 


HAILING FROM ENTRANCE 

Æx Los Angeles, California * Classic & Impressive 
* Muncie, Indiana * Showy & Ostentatious 
* Houston, Texas * Mild & Unremarkable 
xÆ Elsewhere: * Something Else: 
STATS 

You start with: Body 0, Look +1, Real -2, 

Work -1 


Then add +1 to one stat of your choice. 


HEAT QUESTIONS 
* Who did | debut with, then leave 
behind? 
æ Who has taken me under their wing? 
Æx Who is jealous of my rapid rise? 
* Who has attached themselves to me to 
feed off of my success? 


WANTS 

A Championship Title! 

Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 
Validation from a Mentor! 


YOUR MOVES 

VY Finishing Move: When you're BOOKED to win a 

match, roll 2d6. ae 

Æ Ona0+: you hit your Finisher clean, gain +1 2-4 
Audience. EN 
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Æ Ona 7-9: they make you work for it, 
choose one: they obviously allow you to 
get the win (gain +1 Heat with them) or they push you to look better (you both 
gain +1 Momentum). 

Æ Ona Botch: choose one: an authority figure calls the match in your favor ona 
technicality (lose -1 Audience) or there was a last-minute change to the BOOK- 
ING from backstage and your opponent wins the match. 
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AND PICK TWO 


J 
J 


Always Learning: When you work a match with some- 


INJURY ż O OO 


When you get injured, check an Injury box. While injured, you can refuse to compete 
when booked into a match; if you do so, gain +1 Heat with the wrestler you would have 
faced. 


ADVANCEMENT 
In addition to the three standard triggers, gain an Advance when: 
Xx You win a big match all on your own. 


The Anointed has the standard Advancement options. When you repackage, you can 
return as any Gimmick except the Clown or Veteran. 






Picture Perfect: You were born to do this. Take +1 Look 
(Max +3). 
Special Snowflake: When you go to an authority 
figure to save you from the consequences of your 
actions, roll +Real. 
* Ona 10+: they cover for you and you pick 1: 
xÆ On a7-9: they cover for you and they pick 1: 
m They demand something new from you. 
m They make you pay for it. 
mè They take something away from you. 
mẹ You make a new enemy. 
Æ Ona Botch: whoops, you thought wrong. Cre- 
ative makes as Hard a Move as you're asking for. 
Gain +1 Momentum. 


one you know is better than you, roll +Work. 
*« Ona 104: pick 2: 
xÆ Ona7-9: pick 1: 
mẹ Gain +1 Momentum. 
mè Gain +1 Heat with them. 
m Gain their respect. 
mẹ Your rematch is BOOKED for the loser of this 
match to win. 
* On a Botch: you make a rookie mistake. You each lose -1 Heat with 
each other. 
| Am The Future: When you keep a promise or follow through on a threat you 
made on camera, roll +Look. 
xÆ Ona 10+: pick 2: 
* Ona7-9: pick 1: 
mẹ Place yourself into a match with any opponent. 
mẹ Add a stipulation to a match you’re in. 
> Gain +1 Momentum. 
* Ona Botch: you get booked into a punitive match. 
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THE ANTI-HERO 


You are the badass that everyone loves. Whether you’re sticking it to “the man” or tell- 
ing it like it is, the audience identifies with your rejection of conformity. How do keep 
your rebellion from going too far? 


YOU START AND RESET TO AUDIENCE +1 











HAILING FROM ENTRANCE 
* Detroit, Michigan Æ Loud & Flashy 
Æ Brooklyn, New York Æx Downhome & Gritty 
Æ Alligator, Mississippi * Silent & Serious 
Æ Elsewhere: * Something Else: 
STATS 
You start with: Body -2, Look 0, Real +1, 


Work -1 
Then add +1 to one stat of your choice. 


HEAT QUESTIONS 

* Who did | kick the shit out 
of to prove how tough | 
am? 

* With whom do I have 
a reluctant alliance 
against a mutual 
enemy? 

Æx Who have | called out as a 
slave to management? 
Who wishes they were as 
cool as me? 


WANTS 

A Championship Title! 
Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 
Take Down the Boss! 


YOUR MOVES 
VY Finishing Move: When you're 
BOOKED to win a match, roll 2d6. 
xÆ Ona 10+: you hit your Finisher 
clean. Choose whether you or your opponent gains +1 Audience. 


KHHKHHK 


* Ona 7-9: it’s not so easy, choose one: it’s rough but does the job (you both 
gain +1 Momentum), or you win via countout, disqualification or interference 
(gain +1 Heat with your opponent). 

Æ Ona Botch: you're screwed out of victory by an authority figure, BOOKING your 
opponent to win the match. 
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AND PICK TWO 

[J Anything You Need To Do To Win: You can use both the BABYFACE and HEEL Role 
Moves. 

[J Twitch The Curtain: When you air your legit grievances on camera, you can roll 
+Real for any Move you make outside of the ring for the rest of the Episode. At 
the end of the Episode, if you haven’t gained any Audience, you lose -1 Audience. 

[J Rules? What Rules?: When you break the rules in a match to your own advan- 
tage, roll +Look. 

* Ona 10+: you get away with it, BOOK the finish of the match on the fly. 

xÆ Ona 7-9: choose: you get away with it and gain +1 Momentum, or you don’t 
and gain +1 Heat with your opponent. 

Æ Ona Botch: you are BOOKED to lose the match by DQ (and gain +1 Momen- 
tum). 

[J Mouth of the People: When you speak truth to power or act as the fans have 
been demanding, roll +Audience. 

XÆ Ona 10+: pick 2: 
xÆ Ona7-9: pick 1: 
mẹ You get a big pop (gain +1 Momentum), 
mẹ Book yourself into a match. 
mẹ §~Put something big on the line in an upcoming match. 
mè Someone you're confronting beats you down for 
what you’re saying (gain +1 Heat with them). 
Æ Ona Botch: it’s not what they actually wanted to 
hear. You can’t roll +Audience for the rest of the 
Episode. 


INJURY O OO 


When you get injured, check an Injury box, and note 
who did it. While injured, when you make the Run-IN 
Move on them, you pick any 7-9 result instead of them. 


ADVANCEMENT 
In addition to the three standard triggers, gain an Advance 
when: 


* You win a match with all the odds stacked 
against you. 







The Anti-Hero has the standard Advancement options. 
When you repackage, you can return as any Gimmick 
except the Anointed, Jobber or Manager. 
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THE CALL-UP 


You’ve made a living on the road or in the minor leagues, honing your skills in relative 
obscurity. You’ve got a cult following and a lot of experience. Finally, you have an oppor- 
tunity to make your name on the big stage. Will you take it? 





YOU START AND RESET TO AUDIENCE +1 


HAILING FROM ENTRANCE 
Æ Seattle, Washington Æ Reused From A Retired Wrestler 
Æ Grand Rapids, Michigan xÆ Custom Song From a Local Band 
* Dubuque, lowa Æ Fresh & Intriguing 
Æ Elsewhere: * Something Else: 

STATS 





You start with: Body -1, Look 0, Real -1, Work O 
Then subtract -1 from one stat of your choice, and add +2 
to another. 


HEAT QUESTIONS 
% Who has sung my praises to get me on the 
roster? 


Æ Who thinks I’m completely overrated? 

Æx With whom do | have an old rivalry that 
can now be restarted? 

* Who's spot am | threatening to take now 
that I’m here? 

WANTS 

Æ A Championship Title! 

Æ Join a Group! 

Æ Revenge! 

*« Domination! 

Æ Adulation of the Crowd! 

> Prove You Belong On This Roster! 


YOUR MOVES 
VY Finishing Move: When you’re BOOKED to 

win a match, roll 2d6. 

* On a 10+: you hit your Finisher clean, 
gain +1 Audience. 

* On a 7-9: they sandbag you. You still 
win, but choose one: you power through 
(gain +1 Heat with each other) or you pun- 
ish them (they take an injury). 

Æ On a Botch: it’s sloppy. Choose whether you win the match but Creative 
changes something about your presentation or moveset or let them counter 
you, BOOKING you to lose the match. 
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AND PICK TWO 


J 
J 


10-Year Veteran: You’ve been wrestling longer than most of the “top talent” in 
this company. You start and reset to Audience +2 instead of Audience +1. 
Seen It All: You’ve wrestled in every kind of venue and against 

every kind of opponent there is. When you’re in a match 
with a stipulation, gain +1 Momentum at the beginning of 
the match. 

Hungry: You want this so bad you can taste it. When 
you know you're BOOKED to lose a match and you 
go for a win anyway, roll +Work. 











XÆ On a 10+: you win the match instead, and 
pick one from the 7-9 list. 
xÆ Ona 7-9: you win, but your opponent picks 
one: 
mẹ You take an injury. 
mẹ Lose -1 Heat with your opponent. 
mẹ Get pulled out of this feud by Creative. 
* On a Botch: you lose the match anyway, lose -1 
Audience for looking like a chump (and gain +1 
Momentum). 
Reputation: When you appear on camera for the 
first time in an Episode, roll +Real. 
* Ona 10+: they've all heard of you, pick 2: 
* Ona 7-9: there’s a vocal minority, pick 1: 
m Gain Momentum equal to your start- 
ing Momentum. 
mẹ Add a stipulation to any match. 
mè Gain +1 Heat with your opponent. 
Æ Ona Botch: they’ve heard of you... and 
think you suck. Lose -1 Audience. 


INJURY OO O 


When you get injured, check an Injury box. While you’re injured, you can still wrestle 
but Creative will not BOOK you to win. If you win a match anyway, gain +1 Heat with 
your opponent. 


ADVANCEMENT 


In addition to the three standard triggers, gain an Advance when: 


* You headline a show in the Main Event. 


The Call-Up has the standard Advancement options. When you repackage, you can 
return as any Gimmick, no restrictions. 
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THE CLOWN 


You are the quintessential entertainer. You bring comedy to the ring and grease the 
wheels backstage. You may not have many Championships, but you move a lot of 
merch and you always get a pop from the crowd. Is that enough for you? 


YOU START AND RESET TO AUDIENCE +2 





HAILING FROM ENTRANCE 
Æx Kalamazoo, Michigan *« Silly & Comical 
*« Pineville, West Virginia * Generic & Forgettable 
Æ Edinburgh, Scotland Æ Overly Melodramatic 
* Elsewhere: Æ Something Else: 
STATS 


You start with: Body -2, Look +1, Real +1, Work -1 
Then add +1 to one stat of your choice. 


HEAT QUESTIONS 
* Who asks me for tips to add something fresh to their act? 
Æx Who am I overshadowing with my antics? 
Æx Who always turns to me to save their segments when they drop the ball? 
* Who thinks I’m a waste of a roster slot? 


WANTS 

A Championship Title! 

Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 

To Overshadow the Main Event! 


YOUR MOVES 
Y Finishing Move: When you’re BOOKED to 
win a match, roll 2d6. 


X 


* On a 10+: you pull off a win! Choose 
whether you or your opponent gains +1 
Audience. 







Æ Ona7-9: they obviously stall for you, choose 
one: they make you look bad (gain +1 Heat 
with them) or ham it up along with them 
(you both gain +1 Momentum). 

Æ Ona Botch: you still get the win, but choose 
one: it’s complete nonsense (lose -1 Audi- 
ence) or your opponent refuses to sell it 
(lose -1 Heat with each other). 
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AND PICK TWO 

(J Funny Is Money: Take +1 Look 
(max +3). You can still WORK 
THE AUDIENCE even after you've 
Botched a roll for it. 

[J Surprisingly talented: When you roll 
+Work for the WRESTLING Move and 
hit it with a 10+, gain +1 Heat with your 
opponent. 

[J Comic Relief: When you insert yourself 
into a tense situation, (on or off-camera) 
roll +Real. 

XÆ Ona 10+: it’s perfectly timed, pick 2: 

* Ona7-9: pick 1: 
mẹ Gain +1 Momentum. 

m Add or remove a stipulation to or 
from a match. 

mẹ Gain a concession you’ve wanted. 

mè Gain +1 Heat with someone. 

* Ona Botch: it was the absolute worst 
thing you could have done in that 
moment (and gain +1 Momentum). 

[J Celebrity Promo: When you carry a 

guest star or non-wrestling celebrity 

through a segment, roll +Look. 

* Ona 10+: it goes great! Gain +1 Momen- 
tum, and you BOOK the celebrity’s upcoming match (announce it now, if there’s 
not already one on the card). 

xÆ Ona 7-9: you get added into their match; choose whether you’re BOOKED 
against them to lose or with them as their tag team partner to win. 

Æ On a Botch: their match is scrubbed and you destroy your promotion’s rela- 
tionship with that guest. 
INJURY O O O 
When you get injured, check an Injury box. While injured, if you roll on +Body or +Work 
(whichever is lower) while wrestling, choose whether you check another Injury box, or 
the ref calls an audible and ends the match in a no contest. 


ADVANCEMENT 
In addition to the three standard triggers, gain an Advance when: 
xÆ You win a match with serious stakes, surprising everyone. 


The Clown has the standard Advancement options. When you repackage, you can 
return as any Gimmick except the Anointed. 






LOT 
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THE FIGHTER 


You have a legitimate fighting background or you’re a natural-born hardass who’s found 
somewhere to get paid to scrap. You know how to hurt people for real, when you want 
to. This company is getting what it wants from you, but how long will you get what you 
want from them? 





YOU START AND RESET TO AUDIENCE +1 


HAILING FROM ENTRANCE 
xÆ Kuwana, Japan æ Heavy & Threatening 
* Wigan, United Kingdom Æ Explosive & Impulsive 
* Rio de Janeiro, Brazil * Simple & Direct 
xÆ Elsewhere: Æ Something Else: 
STATS 









You start with: Body +1, Look -2, Real -1, Work 0 
Then add +1 to one stat of your choice. 


HEAT QUESTIONS 
Who has earned my respect with their legit 
fighting skills? 

Who did | beat when they challenged me 
to a shoot fight? 

Who wants to add more entertain- 
ment to my repertoire? 
Who am | afraid of? 


S 

A Championship Title! 
Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 
A Legit Fight with a Worthy 
Opponent! 


YOUR MOVES 
«f Finishing Move: When you're 
BOOKED to win a match, roll 
2d6. 
xÆ Ona 10+: you hit your Fin- 
isher clean, gain +1 Audience. 


= 
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x Ona7-9: you aren’t on the same page as your opponent, and someone gets 
their bell rung. Choose which one of you takes an injury, and gain +1 Heat with 
each other. 

Æ On a Botch: it’s too real! You suffer a DQ loss, lose -1 Audience and injure your 
opponent. 
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Y Shoot Fighter: As long as you have a higher +Work than your opponent, they 
have to spend 2 Momentum to INTERRUPT instead of 1. You can choose to com- 
pare +Real if you have MARTIAL ARTS TRAINING or +Body if you have You Know 
IT’s FAKE, RIGHT? instead of +Work, on a match-by-match basis. 


AND PICK ONE 

[J Martial Arts Training: You use your real skills, when you want to. Take +1 Real 
(max +3). 

[J You know it’s fake, right?: Take +1 Body (max +3). Whenever you make a Move 
that involves physically dominating your opponent to get what you want, you 
can roll +Body instead of the usual stat. 

(J Stare Down: You are known for your intensity. Whenever you stare someone 
down outside the ring, roll +Heat with them. 

XÆ Ona 10+: pick 2: 
Æ Ona7-9: pick 1: 
mẹ You drive the rest of the segment. 
mè Gain +1 Heat with them. 
mè They gain +1 Heat with you. 
Æ Ona Botch: they no-sell it and take advantage to take control of the segment 
(you gain +1 Momentum). 
(J Stretcher: Your job is to break in fresh meat. When- 
ever you injure someone, roll +Real. 
XÆ Ona 10+: pick 2: 
* Ona7-9: pick 1: 
mẹ You decide who they face next. 
mẹ You gain their respect. 
mẹ You gain +1 Heat with each other. 
Æ Ona Botch: that was not the plan, you’re in 
real trouble. 


INJURY OOOO 


When you get injured, check an Injury box. When 
injured, the +Stat you compare for SHOOT FIGHTER 
needs to be 2 higher than your opponents for the 
Move to apply. 


ADVANCEMENT 
In addition to the three standard triggers, gain an 
Advance when: 





xÆ You win a match with your shoot skills and 

no injuries. 
The Fighter has the standard Advancement options. 
When you repackage, you can return as any Gimmick 
except the Jobber, Luchador, Manager or Provocateur. 
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THE HARDCORE 


You’re not the best in the ring or the best looking, but you know how to get a pop 
through naked aggression and rampant bloodshed. Some in the business look down on 
you, but you’re a legend in the making for your diehard fans. How long can that fact 
be ignored? 





YOU START AND RESET TO AUDIENCE +1 


HAILING FROM ENTRANCE 
* Peoria, Illinois xÆ Raucous & Aggressive 
* Truth or Consequences, New Mexico x Ironic & Jokey 
Æ Union City, New Jersey * Sudden & Loud 
Æ Elsewhere: Æ Something Else: 
STATS 


You start with: Body 0, Look 0, Real -1, Work -1 
Then add +1 to one stat of your choice. 


HEAT QUESTIONS 

æ Who is jealous of 
my devoted fan 
base? 

* Who is willing to 
make me bleed? 

Æx Who has returned 
from an injury | gave them? 
Who can take everything | can dish 
out? 


WANTS 

A Championship Title! 

Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 
Raise the Bar for Violence! 


YOUR MOVES 
Y Finishing Move: When you're BOOKED to 
win a match, roll 2d6. 

xÆ Ona 10+: you hit your Finisher clean C= Aad, 
(or bloody). Choose whether you or 
your opponent gains +1 Audience. 

XÆ Ona7-9: they make you work for it, choose one: they stand up to your assault 
before going down (you both gain +1 Momentum) or sacrifice your body to 
make it happen, take an injury (and you gain +1 Heat with them). 

* Ona Botch: you still get the win, but pick one: it looks bad (you lose -1 Audi- 
ence) or you go too hard (you injure your opponent). 
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YU Tables and Ladders and Chairs, Oh My: Spend 1 Momentum to add the HarD- 
corE Stipulation Move to any match you’re booked in: no disqualification, no 
count outs, and weapons allowed. 


AND PICK ONE 
[J High Pain Tolerance: You can take it. Take +1 Body (Max +3). 
[J What A Weirdo: You have sideshow charisma! Take +1 

Look (Max +3). 
[J Master of Hardcore: You know how to bleed right. 
When you’re in a Hardcore Match, and 
you would take an injury, roll +Body. 
xÆ Ona 10+: you and your opponent 
both gain +1 Momentum. 

xÆ On a 7-9: you choose who gains +1 
Momentum. 

* Ona Botch: it’s legit, check an Injury box. 

[J Red Means Green: When you’re covered in blood, 
substitute +Look for any other stat. 

[J Are You Not Entertained: When you suffer gross 
injury, endure humiliation or go down in the face 
of overwhelming odds, roll +Real. 

XÆ Ona 10+: gain +1 Momentum and pick 1: 

XÆ Ona7-9: pick 1: 
> Gain +1 Audience. 
mẹ Creative books you a revenge match. 
mè Gain +1 Heat with your opponent. 

* Ona Botch: they are not entertained, lose -1 
Audience (and gain +1 Momentum). 


INJURAYOOOO 


When you get injured, check an Injury box, and 
gain +1 Heat with the wrestler you were work- 
ing with. 


ADVANCEMENT 
In addition to the three standard triggers, gain an 
Advance when: 









> You take multiple injuries and still finish the match. 


The Hardcore has the standard Advancement options. When you repackage, you can 
return as any Gimmick except the Anointed, Call-Up, Jobber or Technician. 
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THE JOBBER 


You're a nobody to the fans, but critical to the franchise: you’re here to lose so that your 
opponents look great. You aren’t famous, but you’re key to making others popular. It’s 
taken for granted that you'll always be there to do the job. Is that enough for you? 


YOU START AND RESET TO AUDIENCE +1 





The Jobber does not get to hit the Top Spot, their Audience tops out at +4. See the 
CAREER WRESTLER Move for more. 


HAILING FROM ENTRANCE 
*x Hillsboro, lowa * None 
* Rumford, Maine *« Silly & Overblown 
Æ Right Here! * Strangely Sympathetic 
xÆ Elsewhere: * Something Else: 
STATS 







You start with: Body 0, Look -2, Real 0, Work +1 


Then subtract -1 from one stat of your choice, and add +1 to 
another. 


HEAT QUESTIONS 

Who can’t remember who | am? 

Who was my tag team partner before they made 
it big? 

Who thinks they’re too important to work with me? 
Who is trying to get me bigger paydays to reward 
me for my work? 


WANTS 

A Championship Title! 

Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 

A Win Over a Main Event Star! 


YOUR MOVES 
WY DoThe Job: You are always BOOKED to lose your 
matches. When your opponent pins you for the win, 
roll 2d6: 
X On a10+: you make them look great, they gain +1 Audi- 
ence. 
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* On a 7-9: you do the job. Choose whether you gain +2 
Momentum or +1 Heat with them. 
Æ On a Botch: you don't sell it right. You both lose -1 Audience. 
mẹ |f your opponent is another player’s wrestler, roll for this Move when they 
make their FINISHING Move (and apply the results of both). If they are an 
NPW, you roll at the end of the match in place of making a FINISHING MOVE. 


PAGE 228 * WORLD WIDE WRESTLING: THE ROLEPLAYING GAME 


AND PICK ONE 


bi 


INJURY OOO 


When you get injured, check an Injury box. If you play up your injury 
during a match, your opponent gains +1 Momentum. 


ADVANCEMENT 


In addition to the three standard triggers, gain an Advance when: 


The Jobber has custom Advancement options. Spend an Advance to: 


And once you’ve picked three of those: 


In addition, when you end an Episode with Audience +4, your CAREER WRESTLER Move 
means you can choose to repackage without needing to spend an Advance. 


«f Career Wrestler: If you end an Episode with Audience +4, you can change to any 


J 
J 
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Æ The wrestler you’ve most put over wins a Championship. 


* (3x) Pick another Move (from this Gimmick or any other, including a Move that 


> Create a custom Move for this wrestler 
* Forma Dedicated Tag Team 


* Create a new wrestler to play. They debut in the next Episode. 
Æx Repackage. Pick an NPW to play for the next Episode. Then return this wrestler 


* Retire this wrestler from the business. You can make a new one, or take over an 









other Gimmick, per the repackaging rules. If you end an Episode with Audience 
0, you aren't fired—instead, reset your Audience. 


Ham-n-Egger: Part of your appeal is how ordinary you are. Take +1 Real (max 
+3). 
Sympathetic: They want to be on your side. Roll +Work 
instead of +Audience when you make the Work THE AuDI- 
ENCE Move. 
Jobber To The Stars: When competing against an NPW 
jobber, you don’t count as a Jobber and you’re BOOKED 
to win! You can pick the FINISHING Move from any 
other player’s Gimmick to replace your Do THE JoB 
Move. 
Experienced Hand: When you pitch an idea for 
another wrestler, roll +Real. 
xÆ Ona 10+: gain +1 Momentum and pick 1: 
XÆ Ona7-9: pick 1: 

mè You BOOK the next match they're in. 

mè They call you out as their next opponent. 

mè Gain +1 Heat with them. 

mè They agree to a new opponent of your choice (and 

they gain +1 Heat with each other). 

Æ On a Botch: you step on Creative’s toes (and gain +1 

Momentum). 


increases a Stat) 


with a new Gimmick (no restriction). Erase all Injury checks. 


NPW to continue playing. 
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THE LUCHADOR 


You are an iconic Lucha Libre competitor. Whether born into the business or donning 
the mask out of love for the sport, you represent the unique culture of Mexican wres- 
tling. What does it mean to carry that responsibility with you? 





YOU START AND RESET TO AUDIENCE +1 


HAILING FROM ENTRANCE 
Æx Mexico City, Mexico * American Nü Metal 
xÆ Gómez Palacio, Durango, Mexico * Popular Hit 
* Boyle Heights, CA Æx Pulse-Pounding & Frenetic 
Æ Elsewhere: Æ Something Else: 
STATS 


You start with: Body 0, Look -1, Real -1, Work O 


Then add +1 to one stat of your choice. 


HEAT QUESTIONS 

*« Who allied with me on my first 
team? 
Who is ripping off my high-flying 
style? 
Who thinks | don’t deserve my 
mask (or overall look)? 
Who is trying to convince me 


to change my style, my mask, or 
both? 


WANTS 

A Championship Title! 
Join a Group! 
Revenge! 







* * * 


Domination! 
Adulation of the Crowd! 
Unmask My Nemesis! 


LUCHA LIBRE ROLES 
Luchadores use the Lucha Libre roles of Técnico 
and Rudo instead of Babyface and Heel. See 
Role Moves (p..66) for more. 


YOUR MOVES 
VY Finishing Move: When you’re BOOKED to win a match, roll 2d6. 
Æ Ona 10+: you hit your Finisher clean. You gain +1 Audience. 


X 


XÆ On a7-9: they make you work for it, choose one: you have to resort to a boring 
roll-up pin (gain +1 Heat with them) or you do another high spot to get the pin 
(and gain +2 Momentum). 

Æ On a Botch: you still get the win, but the timing is off, choose one: it looks ter- 
rible (you lose -1 Audience); injure your opponent; injure yourself. 
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) 
AND PICK TWO G 
[J Amazing Athleticism: You make jaws drop with A 
your astounding moves! Take +1 Work (Max +3). 
[J EI Hijo De...: You inherited your mask from another 
popular luchador. Take +1 Look (Max +3). 
(J Human Highlight Reel: The first time 
in an Episode that you roll a 10+ (before 
spending Momentum) on a high-flying 
maneuver, gain +1 Audience. 
[J Tradicional: You refuse to be seen with- 
out your mask. Whenever your mask is 
at risk of being removed, roll +Work if it’s 
your choice, or roll +Real if it’s someone 
else’s. Gain +1 Heat with your foe, and: 
*« Ona 104: pick 2: 
* Ona7-9: pick 1: 
mè You BOOK the next match of the feud. 
mẹ You cover your face in time and flee. 
m Someone comes to your aid in 
time to stop your unmasking. 
Æ Ona Botch: lose -1 Audience, as your 
mystique is lost. 
[J Capitan del Parejas: Tag team wrestling is 
Lucha Libre. 
m Spend 2 Momentum to add anyone you 
have Heat with to your side at the top of a match (making a solo match 
a tag match, a tag match a trio, etc). Creative chooses who comes out for 
the other team. 
mẹ You can spend your Momentum on any of your teammates rolls during 
any tag team match. 


NJURYOOOO 


When you get injured, check two Injury boxes. While injured, when an opponent uses 
your injury against you to gain an advantage, they gain +1 Momentum and you gain +1 
Heat with them. 


ADVANCEMENT 
In addition to the three standard triggers, gain an Advance when: 
Æ Your match gets the biggest pop of the night. 


The Luchador has the standard Advancement options. When you repackage, you can 
return as any Gimmick except the Anointed or Monster. 
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THE LUMINARY 


You started in the ring, but are now legitimately more famous for your appearances in 
other media than your wrestling career. Now older and slower, you have real emotional 
and financial investment behind you. Is it possible to keep your broad appeal or have 
you peaked? 


YOU START AND RESET TO AUDIENCE +2 





HAILING FROM ENTRANCE 
* Mexico City, Mexico * Custom Composition 
* Venice Beach, California Æ Pop Music Tie-In 
* Parts Unknown Æ Crowd-Pleasing Classic 
xÆ Elsewhere: * Something Else: 
STATS 





You start with: Body -1, Look +1, Real +1, 
Work -2 


Then add +1 to Look or Real. 
HEAT QUESTIONS 


* Who was instrumental to my 
early success? 

Who wants me to just retire 
already? 

Who is honored to be on my team? 
Who knows about (at least) one my dirty 
secrets? 


WANTS 

A Championship Title! 
Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 
Mainstream Recognition! 


YOUR MOVES 
VY Finishing Move: When you're 
BOOKED to win a match, roll 2d6. 
Æ Ona 10+: you hit your Finisher 
clean, gain +1 Audience. 


** * 


KHHKHH* 


XÆ Ona 7-9: it’s good enough, gain +1 Momentum. 
Æ On a Botch: you still win, but they’re disappointed at your lack of 
effort, lose -1 Audience. 
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~Y I’mThe Draw: You’re a multimedia star. Whenever you would lose Audience, 
choose: lose the Audience and Creative BOOKS you to win your next match to get 
them back on your side; or lose all your Momentum instead of losing the Audi- 
ence. 


AND PICK ONE 

[J Merchandising: Your face is on everything. Gain +1 Momentum when you first 
appear during an Episode. 

[J Nemesis: If you're in the Top Spot, your agent demands a match that ties in the 
antagonist from your latest movie (or TV show, or comic book) to your storyline 
in the promotion. Work with Creative to come up with the nature of this rival 
(including whether they are a separate performer or played by an existing mem- 
ber of the roster). You must be booked against them as the main event of the 
next Episode. You start with +2 Heat with your nemesis. 

(J High Expectations: You represent something extraordinarily meaningful to your 
fans. When you change Role, roll +Real. 
xÆ Ona 10+: it makes perfect sense to them, gain +1 Audience. 

Æ Ona 7-9: they see the logic, but it shakes them up. Your highest Heat oppo- 
nent gains +1 Audience from your fans switching allegiance. 

* Ona Botch: they refuse to accept it. You must stay 
in your current Role, and lose -1 Audience. 


INJURY OOOO 


When you get injured, check two Injury boxes. Your oppo- 
nent is BOOKED a DQ loss for “excessive punishment.” 
If you wrestle while injured, your opponent can 
only take control of the match from you if they 
BREAK KAYFABE (it can still pass to them as a result 
of a Move). 


ADVANCEMENT 
In addition to the three standard triggers, gain an 
Advance when: 








Æx Your match showcasing your fame is the 
Main Event. 


The Luminary has the standard Advancement 
options. When you repackage, you can return as the 
Ace, Manager or Veteran. 
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THE MANAGER 


You're the sizzle on the steak. You don’t compete, but you have the charisma, the talk, 
the walk and the ideas to keep your client in the spotlight - in and out of the ring. Are 
you Satisfied to be in charge of making others popular? 





YOU START AND RESET TO AUDIENCE +1 


HAILING FROM ENTRANCE 
Æx Memphis, Tennessee * None 
*« New York City * Generic & Celebratory 
*« Las Vegas, Nevada * Uses Client’s Entrance 
Æ Elsewhere: Æ Something Else: 
STATS 


You start with: Body -1, Look +2, Real 0, Work -2 


Then add +1 to one stat of your choice. 


HEAT QUESTIONS 

Æx Who dol manage/accompany to the ring? (If 
you don’t manage another player’s wrestler, 
decide which NPW you manage and start 
with Heat +3) 
Who is trying to undermine me with my 
client? 
Who turned on me when | was their Man- 
ager? 

Æx Who knows | have their best interests at 
heart? 


WANTS 

A Championship Title (for your Client)! 
Lead a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 

Compete in the Ring, Win or Lose! 


YOUR MOVES 
WY Meal Ticket: When you interfere on your 
client’s behalf to win them a match, roll 2d6. 
* On a 10+: you pull it off and they’re 
BOOKED to win! Choose whether you gain +1 
Audience, or your client does. 





X 


Æ On a7-9: the ref notices your attempt, choose one: your client uses your dis- 
traction to get the win (they gain +1 Momentum) or you interfere but their 
opponent still wins (gain +1 Heat with your client). 

Æ Ona Botch: choose: your effort is hilariously obvious, losing you -1 Audience 
(though your client still wins the match); or the ref tosses you out of the match, 
BOOKING a DQ loss for your client. 
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UY Mouthpiece: When you speak for your client, they can roll on your Stat instead 


AND PICK ONE 


J 
J 


g 


INJURY O) 7 


When you get injured, check an Injury box. When you use your injury as an excuse to 
help out your client, they gain +1 Momentum. If you have 2 checks, you are too injured 
to appear at ringside. 


ADVANCEMENT 
In addition to the three standard triggers, gain an Advance when: 
xÆ You gain a new Client. 
The Manager has custom Advancement options. Replace: 
* Gain a NPW Manager, Valet or Enforcer 
xÆ Forma Dedicated Tag Team 
with: 
XÆ Add a NPW Valet or Enforcer to your stable 
XÆ Add another NPW Valet or Enforcer to your stable 


And once you’ve picked three of those, you have the standard second-stage options. 
When you repackage, you can return as any Gimmick except the Anointed, Jobber or 
Veteran. 






of theirs for any Move they would normally make. 
mè /fyour client is an NPW: Gain +1 Momentum 
whenever you speak for your client. 


Never Unprepared: You always have a plan, 
and everyone knows it. Take +1 Look (Max +3). 
Brain For the Business: You’re a student of 
the game and you know how to get the 
reactions you want. Take +1 Real (Max +3). 
Backstage Politics: When you make the 
PLAY Potitics Move, you can choose to roll 
+Real instead of +Audience. If you are argu- 
ing on behalf of your client, add this to the 7-9 
result options: 

mè Gain +1 Heat with your Client. 
Loyal: When you take action in your client’s 
best interests, roll +Look. 
XÆ Ona 104: pick 2: 
* Ona7-9: pick 1: 

mẹ Overturn a decision made against your 

client. 
mè Gain +1 Heat with your client. 
mẹ Add a stipulation to your client’s 
upcoming match. 

Æ Ona Botch: your attempt backfires, lose 

-1 Heat with your client as Creative books 

them against your will to punish them for your meddling. 
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THE MONSTER 


You’re physically enormous and intimidating. You may have a supernatural edge, or 
simply be mean - either way, you make people nervous, in and out of the ring. You 
carry a proud wrestling tradition on your freakishly broad shoulders. Is that all you are? 


YOU START AND RESET TO AUDIENCE +1 


HAILING FROM ENTRANCE 
*« Parts Unknown Æ Thunderous & Impressive 
* Dead Horse, Alaska * Overblown & Odd 
*« Kill Devil Hills, North Carolina * Weird & Mysterious 
Æ Elsewhere: Æ Something Else: 
STATS 


You start with: Body +1, Look 0, Real -2, Work -1 


Then add +1 to one stat of your choice. 


HEAT QUESTIONS 
*« Who is legitimately terrified of me? 
xæ Who's made me look weak? 

Æx Who helps me come up with new 
directions for my 
character? 

æ Who can stand up 
to me in the ring? 


WANTS 
A Championship Title! 
Join a Group! 
Revenge! 
Domination! 
Adulation of the Crowd! 
Achieve an Impossible Feat! 


YOUR MOVES 
VY Finishing Move: When you're 

BOOKED to win a match, roll 2d6. 

* On a 10+: you hit your Finisher 
clean, gain +1 Audience. 

* Ona 7-9: they make you work for 
it, choose one: they showcase your 
strength (you both gain +1 Momen- 
tum), or they’re unwilling to take your 
finisher and flee the ring (gain +1 Heat 
with them). 

* On a Botch: you still get the 
win, but you can’t control your 
own strength. Choose whether 
you lose -1 Audience, or you injure your opponent. 
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AND PICK TWO 
[J Prodigious size: You're just plain enormous! Take +1 Body (Max +3). 



















[J Surprising Agility: You’re light on your feet and capable of more than people 
think! Take +1 Work (Max +3). 

[J Intimidating: When you are not in the ring, roll +Body instead of +Look any 
time you can bring your imposing size to bear on the situation. 

[J Not Of This World: Pick or create a signature match stipulation that showcases 
your wrestling persona by changing the physical environment of the match. You 
can add this stipulation to one match per Episode (even if the match already has 
one). Start the match with +1 Momentum.. 

[J Shoot Kill: When you really go after someone, in or out of the ring, you can roll 
+Body instead of any other stat if the fact that you are larger and stronger is 
appropriate to the situation. 

Æ Ona Botch: you injure them, in addition to any other consequences. 
mè This applies to BREAK KAYFABE, PLAY PoLitics, WorK REAL STIFF, and simi- 
lar Moves. 


INJURY OO O 


When you get injured, check an Injury 
box. When an opponent uses your 
injury against you, they gain +1 Momen- 
tum. When you erase your last check, 
you can demand, and be granted, 
a revenge match with anyone 
who won a match against you 
while you were injured. Gain +1 
Heat with them when the match is 
announced. 


ADVANCEMENT 
In addition to the three standard triggers, gain 
an Advance when: 


* A worthy opponent finally 
defeats you. 


The Monster has the standard 

Advancement options. When you 

repackage, you can return as any 

Gimmick except the Anointed, Jobber, 
Luchador, Manager or Provocateur. 
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THE PROVOCATEUR 


You're the sui generis, the strange one, the weirdo. Whether you’ve been saddled with 
this role or you've sought it out, you’re great at pushing boundaries. But will you go 
too far? 


YOU START AND RESET TO AUDIENCE +2 





HAILING FROM ENTRANCE 
Æ Sin City Æ Cinematic & Dramatic 
*« Milan, Italy Æx Dark & Emotional 
Æ Tinseltown * Off-Kilter & Frenetic 
Æ Elsewhere: Æ Something Else: 
STATS 


You start with: Body -2, Look +1, Real 0, Work -1 


Then add +1 to one stat of your choice. 


HEAT QUESTIONS 

Æx Who saw the potential in me to excel 
at being such an oddball? 
Who thinks I’m all smoke and no fire? 
Who is trying to steal my approach? 
Who's starstruck by me, even though 
we're peers? 


WANTS 

A Championship Title! 

Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 

Bring an Opponent into Your World! 


YOUR MOVES 
VY Finishing Move: When you're BOOKED to win 
a match, roll 2d6. 
Æ Ona 10+: you hit your Finisher clean. Choose 
whether you or your opponent gains +1 Audi- 

ence. 
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* Ona7-9: they make you work for it, choose 
one: you get the win through guile instead 
(gain +1 Heat with them); or they help you play up your 
unique approach (you both gain +1 Momentum). 

Æ Ona Botch: choose whether you still win but it looks terrible (lose -1 Audience) 
or your opponent saves the match by countering you, BOOKING themselves the 
win (and they gain +1 Audience). 
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AND PICK TWO 

[J Strangely Captivating: When you’re the sole focus of a segment, roll +Look 
instead of +Real. 

[J Showstopper: Once per Episode, you can appear in any segment (in ring or out) 
and turn it into something about you. When you make your appearance, declare 
your agenda for the segment, and continue on from there. If a player’s wrestler 
tries to buck your plan, they BREAK KAYFABE. 

m Gain +1 Momentum when you make your appearance. 

[J Mind Games: When you engage in bizarre, outlandish or mysterious behavior to 
psych someone out, roll +Look. 

XÆ Ona 10+: pick 2: 

xÆ Ona7-9: pick 1: 
mẹ You gain control (of the situation, or of the match). 
mè Gain +1 Heat with them. 
mè They gain +1 Heat with you. 
mè Someone surprises or ambushes them from out of nowhere. 

Æ Ona Botch: the crowd thinks its silly, you lose all Momentum. 

[J Play To The Crowd: When you use your gimmick to highlight, address or con- 
front a real issue real people have in their lives, roll +Real. 
* Ona 10+: you nail it, gain +1 Audience. 

Æ Ona 7-9: choose whether it’s a hit backstage (gain +2 Á À 
Momentum) or whether someone comes out to take you A X 
to task over it (gain +1 Heat with them). KS 

Æ Ona Botch: you completely mishandle it. Lose -1 Audi- f 
ence and you get booked in a punitive match. 


INJURY O OO 


When you get injured, check an Injury box. While injured, 
you can refuse to compete when you’re booked in a 

match. If you do so, gain +1 Heat with your prospec- 
tive opponent. 


ADVANCEMENT 
In addition to the three standard triggers, 
gain an Advance when: 


Æ Everyone is talking about you at the 
end of the show. 


The Provocateur has the standard Advancement 
options. When you repackage, you can return as 
any Gimmick except the Anointed or Jobber. 
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THE TECHNICIAN 


Whether you were an amateur sensation or a workhorse in the minor leagues, you 
have all the skills. Your wrestling ability stands out, but you’re continually fighting the 
assumption your only have one dimension to you. Do you? 


YOU START AND RESET TO AUDIENCE +1 





HAILING FROM ENTRANCE 
Æ St. Paul, Minnesota * Generic & Easy 
* Calgary, Alberta Canada * Loud & Overblown 
% Manchester, England * Raw & Intense 
xÆ Elsewhere: * Something Else: 
STATS 


You start with: Body 0, Look -2, Real -1, Work +1 
Then add +1 to one stat of your choice. 


HEAT QUESTIONS 
* Who was holding me back as my tag team 

partner? 

Who’s learning new skills by watching me 

in the ring? 






Wy 

oe)... 
Who’s jealous of my technical ability? EUAN 
Who is trying to teach me skills | need for 


outside of the ring? 


WANTS 

A Championship Title! 
Join a Group! 
Revenge! 


** * 


Domination! 
Adulation of the Crowd! 
Make a Superior Opponent Tap Out! 


YOUR MOVES 
Y Finishing Move: When you’re BOOKED to 
win a match, roll 2d6. 


X 


xÆ Ona 10+: you hit your Finisher clean. 
You gain +1 Audience. 

X Ona 7-9: they make you work for it, 
choose one: you have to slap a real sub- 
mission hold on them (gain +2 Momen- 
tum); or they no-sell your finish and you 
have to go back to the well (gain +1 Heat 
with them). 


Æ Ona Botch: choose one: it’s sloppy, but you win the match (lose -1 Audience); 
or you go overboard with your hold, injuring your opponent. The match ends 
in ano contest. 
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AND PICK TWO 


g 


g 


INJURY O O 


When you get injured, check an Injury box. Whenever you lose a match due to your 
injury, lose all Momentum. Whenever you push through your injury to win a match, 
gain +1 Momentum. 


ADVANCEMENT 
In addition to the three standard triggers, gain an Advance when: 
% You win a big match specifically via superior technique. 


The Technician has the standard Advancement options. When you repackage, you can 
return as any Gimmick, no restrictions. 


Former Amateur Champion: You hold 
legit amateur wrestling accolades. 
Take +1 Real (Max +3). 

Technical Expert: You're a student 

of the sport, and you've learned well. 
Take +1 Work (Max +3). 

Excellence of Execution: You roll +Work for 
your FINISHING Move (instead of flat 2d6). 


$ i 





Tweener: You use the opposite Role Move 
of anyone you’re squaring off with (in or out 
of the ring). So, if you’re facing a Babyface, 
you use the HEEL Move, and if you’re facing 
a Heel, you use the BABYFACE Move. You 
still choose whether you’re a Babyface or 
Heel in general and count as that choice 
for everything other than making Role 
Moves. 
Sportsmanship: When you shake 
hands with another wrestler, roll +Real. 
XÆ Ona 10+: pick 2: 
* Ona7-9: pick 1: 
> You both gain +1 Momentum. 
mẹ You gain +1 Heat with each other. 
mẹ You pick who attacks who (or if nobody does). 
Æ Ona Botch: they attack you before your hands touch (and they gain +1 
Momentum). 
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THE VETERAN 


You are an established name. You work every night, whether to help out the new blood 
or to keep a lock on your position on the card. You have a dedicated fan base, and you’re 
ready to create an enduring legacy. 


YOU START AND RESET TO AUDIENCE +2 





HAILING FROM ENTRANCE 
*« Hollywood, California æ Classic Orchestral 
* Toronto, Ontario Canada Æ Solemn & Dignified 
Æ Charlotte, North Carolina *« Iconic Symbolism 
Æ Elsewhere: * Something Else: 
STATS 


You start with: Body -1, Look 0, Real -1, Work +1 


Then add +1 to one stat of your choice. 


HEAT QUESTIONS 

Who have | decided is killing the busi- 
ness with their performance? 

Who is my protégé? 

Who has no respect for all the work 
lve put into this company? 

Who is desperately seeking my approval? 


S 

A Championship Title! 
Join a Group! 

Revenge! 

Domination! 

Adulation of the Crowd! 
To Cement Your Legacy! 


YOUR MOVES 
Y Finishing Move: When you’re BOOKED to 
win a match, roll 2d6. 












= 
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Æ Ona 10+: you hit your Finisher clean. 
Choose whether you or your oppo- 
nent gains +1 Audience. 

æ Ona 7-9: they make you work for 
it, choose one: you use your veteran 
skills to force the win (gain +1 Heat 
with them); or you let them look strong in 
defeat (they gain +1 Audience). 

Æ Ona Botch: you squeak out a win by countout, disqualification or interference 
(Creative’s choice), and you lose -1 Audience. 

YU Ring General: Gain +1 Momentum when you start a match. 
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AND PICK ONE 

[J Top Of The Card: You can make the Over Move even when you’re not in the Top 
Spot. You have as much Momentum to spend as you start the Episode with due 
to your current Audience. When you are in the Top Spot, you have 4 Momen- 
tum to spend instead of 3. 

[J Respect The Business: When you PLay Pouitics in order to preserve wrestling 
tradition, you count as having 1 more Audience. When you act to preserve wres- 
tling tradition on camera, you can roll +Look instead of any other Stat. 

[J Bury ‘Em: When you go to management to stop another wrestler’s push, roll 
+Real. 

* Ona 10+: you stage their next segment or BOOK any match to their detriment. 
XÆ Ona 7-9: pick one: you BOOK yourself to win next time you wrestle them, or 

add a stipulation to their next match that’s designed to make them look bad. 
Æ Ona Botch: it backfires, you accelerate their push instead. 

[J Put ‘Em Over: When you show vulnerability to an opponent in the ring in order 

to make them look good, roll +Work. 
Æ Ona 10+: you both gain +1 Audience. 
xÆ On a 7-9: one of you gains +1 Audience and the 
other loses -1 Audience, your opponents choice. 









Æ On a Botch: you lose -1 Audience and your 
opponent resents you for your pandering. 


INJURY OO O 


When you get injured, check an Injury box. When 
injured, you can pull out of any match you’re 
booked in without repercussions, but you gain +1 
Momentum if you don't. 


ADVANCEMENT 
In addition to the three standard trig- 
gers, gain an Advance when: 


x You lose to someone in order 
to make them a star. 


The Veteran has the standard Advance- 
ment options. When you repackage, you can 
return as the Ace, Luminary or Manager. 
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THE Moves 


RULES REFERENCE 


Here are all of the Moves in the game in one place (except for Custom Moves for 
The Promotions (p. 190)—see each Promotion’s entry for Custom Moves). To down- 
load a set of printable reference sheets for the Basic and Wrestling Moves, visit 
ndpdesign.com/wwwrpg. As with the Gimmick sheets, the downloadable sheets will be 
corrected and updated over time, so if there’s a conflict go with the sheets. 





For additional commentary on the most commonly used Moves, see the sections on 
Basic Moves (p..64), Role Moves (p..66) and In-Ring Moves & Stipulations (p..67). 


BASIC MOVES 


Athletic Feat: When you demonstrate your extraordinary strength or athletic abil- 

ity, roll +Body. 

æ Ona 10+: you do it easily. Gain +1 Heat with your opponent or if you don’t have 
an opponent and you're just showing off, gain +2 Momentum. 

* Ona 7-9: it’s a cool move but you show the strain. Gain +1 Momentum and pick 
either: 


mẹ You do it, but it hurts. You have to forfeit your next scheduled match while 
you recover. 
m Someone steps in to cover for you, and you pull it off with their help. If it’s 
another player wrestler, they gain +1 Momentum. 
* Ona Botch: ouch! Take an injury, and gain +1 Momentum. 





Break Kayfabe: When you expose the legit truth on camera that you know could 
cause trouble, roll +Real. 


* Ona 10+: it’s exactly what the crowd was waiting for, gain +1 Audience. 


Æ Ona 7-9: you blur the line, gain +1 Momentum and pick 1: 
mẹ Creative BOOKS you into an embarrassing loss as punishment for going off- 
script. 
m The truth you reveal loses you -1 Heat with someone involved. 
mẹ You lose the faith of someone who was investing in you backstage. 
* On a Botch: All three, and gain +1 Momentum. 





Cheap Heat: When you insult or praise the audience or their hometown, gain +1 
Momentum. 


mẹ You can only get CHEAP HEAT once per Episode. 





Cut A Promo: When you take the mic and speak your mind, roll +Look. 
XÆ Ona 10+: you connect with the audience, pick 2 from the 7-9 list. 


XÆ On a7-9: you have their attention, pick 1: 
mẹ Make Creative BOOK you in a match. 
i Add a stipulation to a relevant match. 
m ~They come out to respond to your promo. 
m Gain +1 Heat with the subject of your promo. 
* Ona Botch: it doesn’t connect. Gain +1 Momentum. 
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Over: When you’re in the Top Spot, the Episode opens with you. Gain +3 Momen- 
tum, and then spend Momentum 1-for-1 to: 


iit Get any match you wish as the main event. 
mẹ Add a stipulation to an upcoming match. 
it Call out anyone on the roster (and gain +1 Heat with them). 
m Declare a non-wrestling segment for later in the show. When that segment 
starts, take +1 Momentum. 
Æ Start the Episode with any Momentum you don’t spend. 





Play Politics: When the cameras are off and you want to resolve a disagreement in 
your favor, roll +Audience. If you’re arguing with another player wrestler, they also 
make this Move, and whoever rolls higher gets the result. 
XÆ Ona 10+: you pick 1 from the 7-9 list, and then they pick 1. 
* Ona 7-9: they pick 1, and then you pick 1: 
m They agree that you’re right. 
m The argument stays a private matter. 
mẹ Creative sets up a match or other segment that the person who selected this 
option wants to see. 
m Change your Want to something they want to see as a result of your argu- 
ment. 
* On a Botch: you lose -1 Heat with them (or with each other, if confronting a 
player wrestler), and Creative makes as Hard a Move as you’re asking for. 





Run-In: When you interrupt a match in-progress, roll +Heat with the wrestler 
you're coming after (establish Heat at +1 if necessary). 
* Ona 10+: it’s a hot angle! You both gain +1 Heat with each other and you pick 1 
from the 7-9 list. 
* Ona 7-9: your target gains +1 Heat with you and they pick 1: 
mẹ You attack them in the ring! This BooKs them as the winner, as their oppo- 
nent gets DQed for your outside interference. 
i> You distract them from outside the ring, and their opponent takes control 
of the match. This does not change the outcome, but you’re booked into a 
grudge match with them later this Episode. 
mẹ You shove the ref, start a brawl or otherwise interfere such that the match 
cannot continue. This BOOKS the match a No Contest, and you both take +1 
Momentum. 
æ Ona Botch: you get stopped before you hit the ring. Gain +1 Momentum. 





Work The Audience: When you pump up, lambaste or otherwise work to get the 

crowd cheering or jeering you, roll +Audience. 

* Ona 10+: they pop big. If you want, you can spend 1 Momentum to gain +1 Heat 
with your current or upcoming opponent, the crowd can’t wait to see you go at 
it! Else, bask in the moment and gain +1 Momentum. 


xÆ Ona7-9: they play along. Gain +1 Momentum. 
* Ona Botch: you've lost them. You can’t Work THE AUDIENCE again this Episode. 
Gain +1 Momentum. 
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MYTHIC MOMENTS 


Mythic Moments are advanced versions of the Basic Moves used in Living Promo- 
tions. They replace the Basic Move result lists with their Mythic equivalents. They are 
unlocked with Promotion Advances (p. 130). The list of their effects is on p. 131. 


ROLE MOVES 


Babyface: When you stand up for something you believe in, spend 2 Momentum 
and pick 1: 

m Gain +1 Heat with your opponent. 

mẹ Leave your opponent speechless. 

i> Make Creative book you in a match. 

mẹ Expose villainous behavior to BOOK a cheater to lose a match. 





Heel: When you do something underhanded to get what you want, spend 2 
Momentum and pick 1: 


m Gain +1 Heat with your opponent. 

m Leave someone helplessly lying on the floor. 
m Postpone one of your matches. 

mẹ Cheatin order to BOOK yourself to win a match. 





Lucha Libre Role—Técnico: add the following to your BABYFACE Move: 
it An ally comes to your aid and gain +1 Heat with them. 





Lucha Libre Role—Rudo: add the following to your HEEL Move: 
mẹ Leave an ongoing match to save yourself. Lose the match, and you and your 
opponent gain +1 Heat with each other. 





Advanced Role—Celebrity: add the following to your basic Role Move: 
mẹ = Creative must BOOK you to win your next match. 

Advanced Role—lIcon: add the following to your basic Role Move: 
m Make any roll a 10+, for you or someone else. 


Advanced Role—Legend: add the following to your basic Role Move: 


mẹ You and your opponent count as having +1 Audience for the rest of a match 
or segment. 


IN-RING MOVES 


Champions Advantage: If your Championship is at stake in a match, you can roll 
out of the ring and get counted out whenever you have control. You lose the match, 
but retain the title, as titles do not change hands on a countout. Roll +Audience. 
æ Ona 10+: gain +1 Heat with your opponent and pick 1 from the 7-9 list. 
*« Ona 7-9: pick 1: 
m Announce the rematch on your own terms. Add a stipulation if you’d like. 
mẹ You avoid immediate retribution by fleeing backstage. 
mẹ Creative BOOKS your next match with a No Disqualification stipulation, 
whether you like it or not. 
* Ona Botch: the crowd really wanted to see you win or lose that match! Lose -1 
Audience. 
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Interrupt: When you want to take control of the match, spend 1 Momentum and 
narrate how you counter, disrupt or otherwise interrupt the current sequence. 


mẹ You gain control of the match and narrate the next sequence. 





Tag Team: When you’re in a tag team match, you can do the following: 


Æ If you make a hot tag to your partner to bring them into the match at a critical 
moment, roll +Heat with them. They gain that result of the WRESTLING Move 
(i.e. retain control and gain Momentum, choose whether to gain Momentum or 
retain control, or Botch). 

æ You can abandon the team by spending 2 Momentum and describing how you 
leave your partner to the mercy of the other team. This BOOKS your team to lose 
the match, and you gain +1 Heat with each other. 





The Comeback: You can voluntarily hand off narration to your opponent. 


i> If you do so when you have the upper hand and the audience can see that your 
opponent is at your mercy, and you have no Momentum, gain +1 Momentum. 





Work Real Stiff: When you want to actually hurt your opponent, roll +Real. 


* Ona 10+: you really lay them out, pick 2 from the 7-9 list: 
XÆ Ona 7-9: it hurts, pick 1: 
mẹ You injure your opponent. 
m The match is BOOKED to end in a no contest. 
it Your opponent loses -1 Audience, as you break the illusion of their toughness. 
mẹ You gain +1 Audience, as the audience can see you're a legit badass. 
Æ Ona Botch: it hurts you. Take an injury, and Creative makes a Hard Move. 





Wrestling: Narrate a sequence of maneuvers and moments that lead up to a 
showcase spot. This showcase is something you want people to remember about 
the match. 
mẹ Ifyou showcase your physical strength, acrobatic skill or a signature maneu- 
ver that requires incredible athletic ability, roll +Body. 
i> |f you showcase your technique, create or subvert what the audience 
expects to happen next, or demonstrate a signature maneuver that requires 
high-level wrestling skills, roll +Work. 
mẹ |f you work with your opponent to showcase an innovative or exciting 
maneuver that requires both of you to achieve, roll +Heat with them. 
æ Ona 10+: the crowd pops as you nail the spot. Retain control of the match and 
gain +1 Momentum. 


XÆ Ona7-9: you keep their attention. Choose whether to hand control of the match 
to your opponent and gain +1 Momentum or retain control of the match. 

* Ona Botch: you botch the spot. Your opponent describes how they counter you 
(or save you from disaster) and takes control of the match. 





DURING A MATCH, THE ANNOUNCER HAS THIS MOVE: 
Put Over: After a wrestler in a match rolls the dice for a Move, recap what they 
just did in the most glowing light (including covering up or explaining away an 
error or Botch). Bump the die roll up to the next result level, from a Botch (6-) to a 
partial hit (7-9), or from a partial hit to a full hit (10+). 
xÆ The Announcer can use this Move on each wrestler once per match. 
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MATCH STIPULATION MOVES 


Battle Royal: Narrate a sequence of maneuvers and moments that lead up to you 
attempting to eliminate an opponent by sending them over the top rope. 
mẹ |fyou use your superior strength or athleticism, roll +Body. 
mẹ |f you use your knowledge of leverage and superior ring awareness, roll 
+Work. 
m If you team up with someone else to do it, roll +Heat with the wrestler who 
helps you. 
Æ Ona 10+: the crowd pops as they go flying. They are eliminated! Retain control 
of the match and take +1 Momentum. 
* Ona 7-9: they don’t quite go over and are still in the match. Choose whether to 
hand them control of the match and take +1 Momentum or retain control of the 
match and pick who comes after you now. 


Æ Ona Botch: they were ready for you. Your opponent describes how they counter 
your attempt and takes control of the match. 

xÆ Any time a player's wrestler is in danger of being eliminated, they can use the 
INTERRUPT Move to save themselves (and take control of the match, as usual). 





Catch-As-Catch-Can Match: Add the following to the standard WRESTLING Move: 

« If you showcase your superior technique or knowledge of legitimate amateur 
wrestling holds, counters and pins, roll +Real. 

> You can only gain Momentum from a 7-9 or 10+ if you roll on +Work or +Real. 

æ If you Botch when you roll on +Real, your opponent may spend 1 Momentum to 
give you an injury, punishing you for your slip-up. 





Death Match: See Death Match (p. 89) for the full rules. In summary: 

> When a Death Match starts, each competitor gains +1 Momentum. 

æ The match proceeds using the standard rules for a Hardcore Match (p. 83), as 
violence, blood and (improvised) weaponry are all involved. In addition, whoever 
added this Stipulation declares what the Bad Shit in the match is. 
mẹ Whoever is sent into the Bad Shit can INTERRUPT to pull up just short, or just 

narrowly avoid the Bad Shit. Then: 

m Once each wrestler has paid 1 Momentum to avoid the Bad Shit, the cost 
goes to 2. Once each wrestler has paid 2, it goes to 3, and so on. 

m Once the cost goes up, wrestlers can use the standard INTERRUPT Move as 
normal when doing anything else in the match; only in the case of stopping 
themselves from going into the Bad Shit must they pay the current Momen- 
tum cost. 

æ You don’t want to go into the Bad Shit, but somebody’s going to eventually. 
When you do: 
mẹ Take an Injury 
mẹ Gain (1+ Current Injuries) Momentum and take control of the match. 
mẹ If this is your last Injury box, you’ve gone past your physical limits. The 

match ends in a no contest (you still gain the Momentum). 

* Whoever is booked to win a Death Match adds their +Real or +Audience to their 
FINISHING Move, whichever is higher. 
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Death Match Fallout: After a Death Match, including if it ends in a no contest, all 

participants roll +Real: 

XÆ Ona 10+: the wounds were mostly superficial or you’re just tough enough that 
you can deal. Erase down to 1 Injury check if you have more than 1. Pick 1: 
mẹ You and your opponent both gain +1 Heat with each other. 

m Appear unexpectedly at the top of the next Episode and make the OvER 
Move in addition to whoever is in the Top Spot (if you’re already in the Top 
Spot, take +4 Momentum instead of +3). 

* Ona7-9: you survived. Erase 1 Injury check if you have more than 1 (if you have 
only 1, you keep that Injury). Gain +1 Heat with your opponent. 

* Ona Botch: you need serious medical care. You are evacuated to a local medical 
facility immediately and you must miss the next Episode as you recover (play 
another NPW if appropriate). When you return, erase 1 Injury check and start 
the Episode with an additional +1 Momentum. 





Empty Arena Match: See Empty Arenas & Empty Arena Matches (p. 91) for 
running Empty Arena Seasons. When you do, you can use the ResHooT Move: 
Reshoot: When you don’t like how things are going or you want to try it another 
way, spend 2 Momentum and pick one: 


mẹ Reframe the segment to your liking (including who’s present, the setting or 
scenery, the premise, or anything else that you think could be better). 

m Change a stipulation that’s been made in the segment, or something else 
about an upcoming match that was addressed in the segment. 

it Allow another player’s wrestler to roll on one of your stats for a Move (they 
still pick the results and/or take the consequences based on the roll). 





Exhibition Wrestling: Use this instead of the standard WRESTLING Move: 

mẹ |fyou showcase your physical strength, acrobatic skill, or a signature maneu- 
ver that requires incredible athletic ability, roll +Body and check it off. 

m |f you showcase your technique, create, or subvert what the audience 
expects to happen next, or demonstrate a signature maneuver that requires 
high-level wrestling skills, roll +Work and check it off. 

mẹ |f you work with your opponent to showcase an innovative or exciting 
maneuver that requires both of you to succeed, roll +Heat and check it off. 

i> If you have a Move that allows you to roll another Stat for the Wrestling 
Move, check off your choice of the above. 

æ Ona 10+: the crowd pops as you nail the spot. Retain control of the match and 
choose whether you cash in your checks for Momentum. 

XÆ Ona7-9: you keep their attention. Choose whether to hand control of the match 
to your opponent or retain control of the match. 

Æ Ona Botch: you botch the spot. Your opponent describes how they counter you 

(or save you from disaster) and takes control of the match. Erase one check. 

During the Match: 

m When you cash in your checks, gain Momentum equal to Stats checked, and 
erase your checks. 

mẹ Roll +Stats Currently Checked for the Finishing Move. 

mẹ After the match, win or lose, gain Momentum equal to Stats checked at the 
end of the match. 
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Hardcore: When you draw first blood or revel in violence in the ring, roll +Real: 

XÆ Ona 10+: the crowd goes nuts! Retain control of the match and pick 2: 

* Ona 7-9: the crowd pops! Gain +1 Momentum and pick 1, and your opponent 
takes control of the match: 


i> Someone in the match gets injured, but it isn’t discovered until afterwards. 
m Gain +1 Heat with your opponent. 
mẹ They gain +1 Heat with you. 

æ Ona Botch: you played it too safe or went too hard. Your opponent describes 
how they counter or save the spot and takes control of the match. Choose 
whether you take an injury or lose all of your Momentum. 





Mountevan’s Rules: Use these results for the standard WRESTLING Move: 

XÆ Ona 10+: the crowd pops as you nail the spot. Retain control of the match and 
either take +1 Momentum or trick your opponent into taking a public warning. 

Æ Ona7-9: you keep their attention. Choose whether to hand control of the match 
to your opponent and take +1 Momentum or retain control of the match. 


Æ Ona Botch: you botch the spot. Choose whether you take a public warning and 
keep control of the match, or your opponent describes how they counter you (or 
save you from disaster) and takes control of the match. 

m When a wrestler takes their third public warning, their opponent is awarded 
a fall. This BOOKS them to win the match (or win the fall, if playing a two-of- 
three-falls match). 





Mountevan’s Rules Interrupt: When you want to take control of the match, pick 
one in order to gain control of the match and narrate the next sequence: 


m ~Spend 1 Momentum and narrate how you counter, disrupt or otherwise 
interrupt the current sequence. 

mẹ Take a public warning and narrate how you break the rules to take charge of 
the action. 





Regal Wrangle: Narrate a sequence of maneuvers and moments that lead up to 
you attempting to eliminate an opponent by sending them over the top rope. 
i> If you use your superior strength or athleticism, roll +Body. 
m If you use your knowledge of leverage and superior ring awareness, roll 
+Work. 
mẹ If you team up with someone else to do it, roll +Heat with the wrestler who 
helps you. 
* Ona 10+: the crowd pops. Retain control of the match and take +1 Momentum. 
Choose whether they are eliminated, or they stay in the match because the next 
entrant enters the ring. You choose the entrant. 


* Ona 7-9: they don’t quite go over and are still in the match. Choose whether to 
hand them control of the match and take +1 Momentum or retain control of the 
match and pick the next entrant. 

* On a Botch: they were ready for you and you get taken to the top rope! They take 
control of the match. You can spend 1 Momentum to stay in the ring, or you get 
dumped out, and take +1 Heat with whoever dumped you. 
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Straight Match: Use the standard WRESTLING Move as normal, with the following 
addition: when you hit 10+ on the Wrestling Move, retain control of the match and 
pick either: 

mẹ Gain +1 Momentum. 

m ~Spend 1 Momentum to go for the victory. 

Æ Going for the victory entails anything which would win the match per its other 
stipulations, from a pinfall to grabbing the object of the match off of a pole. 
When you go for the victory, your opponent can INTERRUPT or use another appro- 
priate Move to kick out, break the pin or otherwise steal victory from your grasp. 
If they cannot do so or choose not to, then you roll for your FINISHING Move, 
and that result determines who wins the match (remember that some FINISHING 
Move results may end up declaring your opponent the winner!) 


SPECIALIST MOVES 


Specialist Moves are used in Living Promotions. For full rules, see p. 132. They are 
unlocked with Promotion Advances (p. 130). 





Gatekeeper: Whenever a wrestler you have Heat with is booked into a match with 
high stakes, you can demand to have a match with them first. Creative decides the 
details, but cannot deny you this demand. 


m When you lose one of these matches in a manner satisfactory to you, you 
and your opponent both gain +1 Momentum. 





Giant: Take +1 Body (Max +4). You change Role (Heel to Babyface or vice versa) 
whenever Creative demands it. You keep your Advanced Role, if any. 
mẹ You can choose to take +2 Momentum instead of +1 Heat with your oppo- 
nent when you make a Creative-imposed Role turn. 





Iconoclast: When you Cut A Promo on someone in an Advanced Role, choose to 
roll on +Look or +Real, whichever is higher. Add the following to the 7-9 CuTA 
Promo result list: 


mẹ You are BOOKED to win your next match with them. 





Time Bomb: You decide when it’s time to hang up your boots. At the top of an Epi- 
sode, you can book a retirement match with any opponent of your choice. When 
your opponent wins, they gain +1 Audience. Once retired, create a new wrestler or 
take over an NPW wrestler for the remainder of the Season. 


i> If the booking is swerved such that they don’t win, the feud continues until 
your opponent wins a match over you. 





Prodigal: Whenever you take an Episode off, you make a triumphant return in 

your return appearance. When you return, call out someone on the roster with 

lower +Audience than you (or whoever seems to need help the most, if there’s 

no clear candidate). You take +1 Heat with each other and Creative books the first 

match in your feud. 

mẹ |fyour opponent gains +1 Audience from a match with you during your feud, 

they gain an additional +1 Audience, and you move on to another opponent 
(or go back to your other life). 
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AUDIENCE MOVES 


Audience Moves are used in Living Promotions. For full rules, see p. 136. They are 
unlocked with Promotion Advances (p. 130). 


Bored Crowd: When working in front of a Bored Crowd: 

æ Wrestlers start the Episode with no Momentum (ignore the automatic Momen- 
tum they get from their Audience score, as well as any other Moves that give 
them Momentum at the beginning of an Episode). If someone is in the Top Spot, 
they make the Over Move but do not take unspent Momentum. 


æ If you apply this Move mid-Episode, all wrestlers lose 1 Momentum. 

xÆ Any wrestler who manages to gain Audience in front of this crowd gains the 
Momentum for their new Audience score at the same time, as the fans finally 
start cheering for something. 





Hostile Crowd: When working in front of a Hostile Crowd: 
æ When a wrestler gains Audience, they also have to spend 1 Momentum. If they 
don’t have it or don’t want to spend it, they don’t gain the Audience. 


æ When a wrestler Botches on any roll, including on the WRESTLING Move, they lose 
1 Momentum in addition to the standard effects (for most Basic Moves, this can- 
cels out the Momentum gain). 

æ If a wrestler hits a 10+ on Worx THE AUDIENCE, they’ve won the crowd over— 
temporarily. Ignore the other effects of this Audience Move for the rest of their 
match or segment. 





Hostile Crowd: When working in front of an Indie Crowd: 

Æ Each wrestler’s Audience for this Episode is equal to their +Work. If they’re in 
the Top Spot, they get a +1 to this. If they have 0 or negative Work, they count 
as having Audience +1. If they end the Episode with O Audience, it’s up to Cre- 
ative whether they truly face being fired or not. Return Audience scores to their 
pre-Episode position after the Episode. 

> When a wrestler hits the WRESTLING Move on a 10+, they gain +1 Momentum in 
addition to the standard effects. 

> When a wrestler Botches on any Move, the crowd turns on them. Decide whether 
they ironically chant for someone else (and that wrestler gains +1 Momentum) 
or for themselves (and nobody can make the Work THE AUDIENCE Move for the 
rest of the show). 





Old-School Crowd: When working in front of an Old-School Crowd: 
æ Each wrestler’s +Real is -1 from its usual rating (minimum -2). 


> When a babyface gains Audience, they take +1 Momentum as the crowd erupts 
with euphoria. When a heel gains Audience, they take +1 Momentum as the 
crowd storms the ring with rage. 

æ If a babyface and heel gain Audience as the result of the same match or segment, 
the crowd riots and the Episode comes to a premature end! 
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Starstruck Crowd: When working in front of a Starstruck Crowd: 

æ Whoever is in the Top Spot for this Episode can be joined but is not bumped out 
of it. 

> The max Momentum you can spend on a roll is equal to your Audience (+5 if 
you're in the Top Spot). 


æ When someone in the Top Spot makes their first appearance, they get CHEAP 
HEAT automatically. 

xXx Whenever a wrestler Botches a Move, the crowd tunes out. In addition to the 
effects of the Botch, you lose -1 Heat with whoever you’re working with (or the 
most appropriate wrestler if you’re not in a match or are alone in a segment). 





ROAD MOVES 


These are all available when playing out scenes or Episodes on the road (p. 147). 


Road Move—Deal With It: When you face an obstacle on the road that requires 
you to take definitive action to solve, decide which Stat is most applicable (as 
described under Revisiting Stats (p. 148)) and roll +Stat. 

æ Ona 10+: You get what you want and pick 2 from the 7-9 list. 

* Ona 7-9: Creative offers a tough choice, a hard bargain, or an unwanted com- 
plication to get what you want. It’s up to you if you want to take it, and pick 1: 
mẹ Gain +1 Momentum. 
mẹ Ask a leading question about the situation for Creative to answer. 
mẹ You owe someone a favor. 


m Someone owes you a favor. 
Æ Ona Botch: you don't get what you wanted, but you do get what you deserve. 
This may include an Injury, if the situation warrants. Gain +1 Momentum. 





On the Road—Going Home: These Moves are used when going home to see fam- 
ily. See Home and Family (p.151). In summary: 
> If you accept the status quo: describe what that looks like and how quickly you 
get back to work. Then: 
m Your next roll, whether on the road or in the next Episode on camera, counts 
as one result level lower than what you roll (a 10+ counts as a 7-9, a 7-9 
counts as a Botch). If that roll is a Botch, something happens at home while 
you're away that’s as sad as it is inevitable. 
mẹ Start the next Episode with +1 Momentum 
> If you set your house in order: describe what that looks like and choose the most 
appropriate Stat to roll on (per Revisiting Stats (p. 148)): 
xÆ Ona10+: you make positive progress; gain +1 Momentum and they ask you one 
of the hard questions above. 
* On a7-9: they ask you one of the hard questions above, and everything hinges 
on your answer: 
mẹ |f you answer honestly, it’s up to Creative if it brings them to see your side 
and become supportive of you. 
mẹ Ifyou answer dishonestly, it makes things a little more complicated whether 
they believe you or not. You cannot roll on the same Stat next time you try 
to set your house in order. 
Æ Ona Botch: you make things worse. Face a sad yet inevitable consequence. 
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Road Move—Hit The Streets: When you promote the next event in per- 

son, roll on the most appropriate Stat for how you go about it (as per 

Revisiting Stats (p.148)). 

xÆ Ona 10+: you pull in fans to see you at the next event. Gain +1 Momentum. The 
next time you WORK THE AUDIENCE, count a 7-9 as a 10+ as they pop to finally see 
you live! 


XÆ Ona7-9: you get some interest, but it’s only because you lie or exaggerate about 
something you know isn’t going to happen. Gain +1 Momentum. If the thing you 
lied about does happen, gain +1 Momentum then as well! 

* On a Botch: you actively discourage them from coming. Whoops. Choose 
whether you lose -1 Audience, or you get booked into a dumb promotional stunt 
at the show in place of your current in-ring storyline. 





Road Move—In The Car: When you share a ride with someone and open up to 
them, roll +Heat (if you have no Heat, roll flat instead of establishing at +1). 
* Ona 10+: it’s a good bonding experience, gain +1 Momentum and you pick 1 
from the 7-9 list. 
> Ona 7-9: you open up to them and they decide how to reciprocate, they pick 1: 
mẹ You open up too much, giving them some juicy gossip. 
mẹ You promise a favor that you already know is going to cause trouble. 
m They promise you a favor that you’re not sure they'll keep. 
i> You get the dirt on someone you didn’t expect. 
* On a Botch: lose -1 Heat with them (they describe why) and there’s a misadven- 
ture before you get to your next stop. 





Road Move—Social Media Presence: When you share something personally 
meaningful with the internet in order to get clicks, roll +Real. (If you could nor- 
mally replace +Real with another stat, you may do so online as well.) 

* Ona 10+: it goes viral. You count as having +1 Audience at the top of the next Epi- 
sode, including starting with the Momentum for that Audience. If this takes you 
to the Top Spot, you join anyone already there without bouncing them out (and 
make the Over Move as usual). After your first appearance on-screen, go back to 
your original Audience. If you happened to gain (or lose) Audience during that 
appearance, then apply that to your original Audience, not the boosted score. 

xÆ Ona 7-9: gain +1 Momentum and pick 1. You connect with your True Fans, but: 
mẹ ==... it doesn’t really fit your character, lose -1 Heat with your opponent in your 


main feud. 
i> =... it makes someone else look good, they also gain +1 Momentum. 
mẹ ... it exposes you to ridicule, inside or outside your promotion. Creative 


BOOKS you in a match to humiliate or punish you. 
mẹ ... your words are twisted and taken out of context by the majority of the 
audience; at the start of the next Episode, take 1 less Momentum for your 
Audience rating than normal. 
* On a Botch: congratulations, you played yourself. Lose -1 Audience. If you are 
part of a Living Promotion, you can instead choose to add a Struggle that relates 
to the headache you've generated for the company by mouthing off online. 
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Road Move—With Special Guest: When you trade off your legacy to earn cash, 

roll +Work. If you have an Advanced Role, add an additional +1. 

* Ona 10+: the event leaves you invigorated, gain +1 Momentum and choose two 
from the 7-9 list. 

* Ona 7-9: it’s a mixed bag at best, choose 1: 
m The event leaves you feeling good. 
mẹ You don’t give away something valuable (a secret, an heirloom, your dignity). 
mẹ You earn enough not to have to do this again soon. 
mẹ You catch wind of a beneficial booking, and Creative adds it to what they 

have On Deck for the next regular Episode. 

Æ Ona Botch: nobody comes to your table, you have a misadventure during the 

event, or both. 





Road Move—Under The Learning Tree: Anyone with a +3 in a Stat counts as a 
master. If you travel with a master for an Episode and accept their mentorship, 
they’ll assign you some kind of task, test or threshold to meet the next time you’re 
in the ring. If you achieve what they ask of you, move your matching Stat up by 1 
(max of +3) and another Stat down by 1 (min of -2). 


mẹ —|f the master is another player’s wrestler, they choose their test and decide 
whether you’ve achieved it or not. 

im |fthe master is an NPW, Creative will tell you what stat they embody and 
chooses the test. It’s up to them whether you pass or not, but generally 
unless you Botch during the critical moment or it’s otherwise made clear 
that you don’t make it, Creative should err on the side of you passing. 





Road Move—Work The Media: When you appear on a media outlet to hype an 
upcoming show, Cut A Promo. If you are part of a Living Promotion, roll +Tier 
instead of +Look. Apply the Cut A Promo result to the show you’re hyping up once 
it starts. 


im =f the event isn’t live, you can spend 1 Momentum to do another take; reroll 
the dice. 

m |f Mythic Moments are unlocked, note that it’s possible to get the CuTA 
Promo Mythic Moment on this Move. 





ADDICTION & RECOVERY MOVES 


These Moves are used when including substance abuse, addiction and recovery in your 
games. See Getting Lost and Getting Found: Addiction and Recovery (p..154). 


Road Move—Get Through The Night: When you take a recovery drug, spend all 
your Momentum, and erase an Injury check if you have one. This can keep you 
from retiring or being fired if that’s on the table. Then, roll +Real: 


* Ona 10+: you completely get away with it. 

xÆ Ona7-9: you don't, pick 1: 
mẹ You're still feeling it, and have -1 to your highest stat for the next Episode. 
m Someone finds out about your use. 

æ Ona Botch: as a 7-9 and also X out your right-most Injury box. 
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Road Move—Time To Party: When you take something recreational, roll +Body. 


XÆ Ona 10+: pick 2 positives, and Creative picks 1 negative. 


Æ ona 7-9: pick 1 positive and Creative picks 2 negatives. 


æ ona Botch: you and Creative each pick 1 negative, and X out your right-most 
Injury box. 


ML 
ML 
Ini 


M2 
Ini 
11> 
ML 
IiE 


Ini 
ML 


ML 


Positives: 

You find camaraderie; take +1 Heat with someone unexpected. 

You open your mind; ask others to pitch ideas for your next segment, and 
you can use them as if they were your own without repercussions 

Fans get involved; you gain +2 Momentum, and they end up with a great 
Story. 

You save someone’s night, and they owe you a favor. 

Negatives: 

Someone saves your night, and you owe them a favor. 

You’re caught by an authority figure and taken out of your hottest feud as 
punishment. 

You lose control of the situation; lose -1 Heat with someone. 

The story gets out. Lose -1 Audience. If you are playing in a Living Promotion, 
you can choose to add a Struggle to the Promotion instead. 

You get in a fight you can’t remember. Take an Injury. 





While you are recovering: the following conditions apply to you and to Creative's 
use of Soft and Hard Moves that involve your wrestler. 


ML 
ML 


ML 


Take 1 less Momentum at the top of each Episode for your current Audience. 
Soft Moves while you’re recovering represent temptation, judgment, or 
revisiting damaged relationships. 

Hard Moves while you’re recovering are rock bottom, unpleasant truths 
about your situation or situations that force you to take a step backwards. 





When you have completed recovery: do the following after having the number of 
scenes necessary, plus any fictional considerations. 


ML 
M2 
ML 


Erase all Xes from your Injury boxes 

Take an Advance 

Once a wrestler has gone through recovery, they can take one of the follow- 
ing Moves: 





Big Shoulders: Namedropping your recovery counts for CHEAP HEAT, for both you 
and your opponents. You can be namedropped a number of times per Episode 
equal to your +Audience. Each use, by you or by an opponent, counts towards this 
(so, if you are at Audience +3, and you use this Move once and then two different 
opponents each use it once, it no longer counts as CHEAP HEAT until the next Epi- 


sode.) 
M2 
M2 


You can no longer use the Basic Move CHEAP HEAT. 
If you are in the Top Spot, this has uses equal to the starting Momentum you 
have after making the Over Move. 
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A Problem Yourself: You retain a volatile reputation from your time as an addict. 
When you play on your past or act like you’re still on the sauce on-camera, roll 


+Real. 


* Ona 10+: it draws in the crowd, take +1 Momentum. Then, you pick 1 and they 


(your opponent, or Creative) picks 1: 


* Ona 7-9: Your opponent picks 2: 
m Gain +1 Heat with them. 
m They gain +1 Heat with you. 


i Add a stipulation to a relevant match. 
mẹ You are BOOKED to lose your next match, specifically to make a statement 


about this kind of behavior. 


* Ona Botch: You work yourself into a shoot and get the cravings again. Check off 
an Injury box. 





GLOSSARY OF TERMS & CONCEPTS 


GAME CONCEPTS 

Agendas: What each player is trying to 
achieve in order to make the game as fun as 
possible for everyone at the table. p. 102 
(Player Agendas), p. 105 (Creative Agendas) 
Imaginary Viewing Audience: The fictional 
audience “watching” your wrestling show as 
you play. p. 8 

Moves: Discrete moments that demand 
resolution or push the game forward. p. 54 
(Chapter Four: Moves), p. 104 (Creative's 
Moves) p. 244 (List of Moves) 

Principles: The guideposts that Creative uses 
to decide which Moves to make in service of 
their Agendas. p. 104 

Safety Tools: Techniques used to indicate to 
the other players that something has crossed 
a personal line or that you want to revise. 

p. 25 (Try Another Way), p. 25 (The X), 

p. 154 (Off-Limits) 


GAME STRUCTURE 

Booking: Creative decides on the results of 
wrestling matches and the order of segments 
before each Episode starts. Booking can 

be swerved by the events of play. p. 22 
(booking the First Episode), p. 74 (match 
finishes), p. 113 (long-term booking) 

Episode: The basic time unit of play, covering 
a single show performed by your roster. 
Episodes generally take 2-3 hours of real 
time to play. p. 17 (Chapter Two: The First 
Episode), p. 111 (structuring Episodes) 


On Deck: Creative makes a list of ideas, 
characters and feuds they want to see in play 
in between Episodes. p. 109 

Promotion: The fictional wrestling company 
that employs your wrestling characters. You 
can play with a Simple or Living Promotion. 
p. 125 (Chapter 8: Building Your Promo- 
tion), p. 190 (Example Promotions) 

Roster: The list of wrestlers in your 
promotion, including the players wrestlers 
and NPWs. p. 17 (First Episode roster), 

p. 43 (Chapter Three: Making The Roster), 
p. 120 (Non-Player Wrestlers) p. 135 
(random wrestler table) 

Season: A linked series of Episodes following 
the set of continuous storylines involving 
your wrestling roster. p. 15 (Overview), 

p. 109 (Continuing a Season) 

Segment: An single scene that occurs inside 
an Episode, generally booked by Creative. 
Can be in-ring, backstage or off-camera. 

p. 36 (pacing in the first Episode), p. 111 
(segments during an Episode) 

The Road: Scenes that occur outside the 
regular live event structure of standard 
Episodes. An optional inclusion. p. 147 
(Chapter Nine: Going Beyond the Ring) 
Tiering Up: As the players wrestlers gain 
Audience, the entire promotion gains new 
viewers. p. 126 (in Simple Promotions), 

p. 129 (in Living Promotions) 
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GAME TERMS 

Advances: Gained by player wrestlers from 
certain Audience scores, finishing feuds 
and gaining Championships, and spent to 
improve and evolve the character. Can also 
be taken by Living Promotions. p. 55 

(basic rules), p. 115 (Creative’s advice), 

p. 130 (Promotion Advances), p. 213 
(default Advances for the core Gimmicks) 
Audience: A stat rating how popular a player 
wrestler is, from O to +4, then the Top Spot. 
p. 53 (basic rules), p. 126 (resetting in 
Simple Promotions), p. 129 (resetting in 
Living Promotions), see also The Top Spot 
Botch: When a player rolls a 6 or less when 
they make a Move. Botches represent a 
failure of execution or connection with the 
audience, and allow Creative to make Hard 
Moves. p. 59 (Making Moves) 

Gimmick: Each individual wrestling char- 
acter’s unique archetype. p. 10 (list of 
Gimmicks), p. 43 (Chapter Three: Making 
the Roster), p.211 (the full Gimmicks) 
Heat: A stat representing how engaging a 
wrestler’s relationship with another charac- 
ter is to the audience. Ranges from 0 to +4. 
p. 52 (setting initial Heat) p. 52 (Heat in 
play) p. 53 (cooling off Heat) 

Injury: Checkboxes indicating how injured 
a wrestler is, and the conditions in force 
whenever they have a injuries. p. 55 
Momentum: A resource representing a 
wrestler’s intangibles and intensity. Spent to 
add a bonus to rolls after they are made, and 
to trigger some Moves. p. 54 

Role: A wrestler’s alignment within the 
fundamental moral universe of pro wres- 
tling. p.51 (Basic, Advanced & Lucha 

Libre Roles), p. 66 (Role Moves), see also 
Character Roles 

Stats: The four basic attributes all Gimmicks 
share, rated from -2 to +3: Body, Look, Real 
and Work. p.50 (basic rules), p. 148 
(revisiting while on the road) 

Top Spot: The most popular wrestler on the 
roster. p. 53 (basic rules), p. 64 (more 

about the Over Move) 

Wants: The desire that drives a wrestler in 
their feuds and storylines. p. 50 


WRESTLING TERMS 

Kayfabe: The concept that the audience 
accepts the scripted reality as “real” in order 
to enjoy a wrestling show. The dual conscious- 
ness of knowing it’s a performance while 
emotionally investing in what’s happening. 

p. 11 (summary), p. 171 (history) 

Other Jargon: A reference list of commonly 
used wrestling terms (and how they’re used 
in this game) is on p. 12 


PROMOTIONS & OUTSIDE THE RING 
Living Promotion: A Promotion that grows 
and changes along with the wrestlers on its 
roster. p. 127, p. 190 (example Promo- 
tions) 

Simple Promotion: A Promotion that 
contains the roster with as much or as little 
detail as necessary. p.125 

The Road: A structure for scenes that take 
place outside of the televised show. p. 147 
(Chapter Nine: Going Beyond the Ring) 


PLAYER ROLES 

Announcer: During a wrestling match, any 
player who isn’t booked to be in the match 
can serve as the Announcer, calling the 
match for the imaginary viewing audience 
and sometimes helping wrestlers with their 
Put Over Move. p.70 

Creative: A single player who books matches 
and Episodes, creates antagonists for the 
player’s wrestlers, and generally organizes 
and narrates the ongoing show. p. 103 
(Chapter Seven: How To Be Creative), 

p. 122 (playing with multiple Creatives) 
Non-Player Wrestler (NPW): All of the 
characters in the game that aren’t the 
player’s wrestlers. Often played by Creative, 
or assigned to a player who's wrestler isn’t 
present in a segment. Players can also take 
over NPWS to play when their wrestler is off- 
screen, or as a new or additional character 
due to spending Advances. p. 56 (NPWs 

and Advances), p. 74 (wrestling NPWs) 

p. 120 (NPWs during a Season) 

Wrestler: Each player (other than Creative) 
creates an individual wrestling character, 
the stars of the show. p. 17 (in the First 
Episode) p. 43 (Chapter Three: Making the 
Roster) 


PAGE 258 * WORLD WIDE WRESTLING: THE ROLEPLAYING GAME 


CHARACTER ROLES 

General Role Rules: p. 51, p. 66 

Babyface: A hero, a good guy. Babyfaces 
have moral principles, care about their 
fans and stand up for what they believe in. 
p. 19 (Summary) p. 246 (Babyface Move) 
Heel: A villain, a bad guy. Heels are selfish, 
look out for their own interests first and 
cheat to win. p. 19 (summary), p. 246 

(Heel Move) 

Lucha Libre Roles: p. 46 (taking Lucha 
Libre Roles), p.51 (Luchadores) 

(Lucha Libre) Técnico: An honorable 
luchador who shows off technical excellence 
and values tradition and sportsmanship. 

p. 246 (Técnico Move) 

(Lucha Libre) Rudo: A selfish luchador who 
will betray anyone to save themselves and 
disrespects authority. p. 246 (Rudo Move) 
Advanced Roles: p. 51 (description), 

p. 56 (taking with Advances) 

(Advanced) Celebrity: A wrestler who's 
transcended “good” and “bad” through 
fame gained outside of the wrestling world. 
p. 246 (Celebrity Move) 

(Advanced) Icon: A wrestler who’s tran- 
scended “good” and “bad” through devotion 
to their craft. p. 246 (Icon Move) 
(Advanced) Legend: A wrestler who’s 
transcended “good” and “bad” through the 
fan’s love of their character. p. 246 (Legend 
Move) 


CUSTOMIZATION 

Custom Moves: Moves created to cover 
unique wrestler concepts or expand other 
areas of the game. p. 142 

Custom Gimmicks: Gimmicks created to 
represent specific archetypes of wrestler not 
covered by the core Gimmicks. p. 145 

Living Promotions: A Promotion that grows 
and changes along with the wrestlers on its 
roster. p. 127, p. 190 (example Promo- 

tions) 


MOVES 

Chapter Four: Moves p. 59 

Basic Moves: The Moves all wrestlers 

can use. p. 64 (Basic Moves explained) 

p. 244 (Move List) 

Creative Moves: Moves made by Creative to 
advance storylines and challenge the players 
wrestlers. Soft Moves are made when its 
time for something to happen on-screen. 
Hard Moves are made when players Botch, 
or when the situation demands fallout 

in the legit lives of the wrestlers. p. 30 
(overview), p. 105 (Soft Moves), p. 105 

(Hard Moves) 

Custom Moves: Moves created to cover 
unique wrestler concepts or expand other 
areas of the game. p. 142 

Gimmick Moves: The Moves for each 
individual Gimmick. p. 211 (The Gimmicks) 
In-Ring Moves: Moves used by all wrestlers 
during wrestling matches. p. 72 (the 
WRESTLING Move), p. 73 (In-Ring Moves 
explained), p. 246 (Move List) 

Stipulation Moves: Moves that apply when a 
match is given a stipulation. p. 82 (making 
Stipulations), p. 248 (list of Moves) 


WRESTLING MATCHES 

Chapter Five: Wrestling p. 69 

Dedicated Tag Teams: Two players can 

use Advances to put their wrestlers into a 
Dedicated Tag Team, giving them advantages 
in tag team matches over non-Dedicated 
teams. p..78 

Finish: The pre-determined ending of a 
match, usually chosen by Creative. Can be 
swerved by the events of play. p. 74 

The One-Two-Three: A technique to create 
beats within match narration. p. 71 
Psychology: The logic behind the storytell- 
ing of amatch. p. 96 

Put Over: The Move the Announcer can 
use during a match to describe a wrestlers 
sequence in the most positive light, bumping 
up their die result one level. p. 70 

Stakes & Rules: The tools Creative has to 
add drama to wrestling matches, by height- 
ening rewards or adding formal or informal 
stipulations. p. 117 
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